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What, no disk? 
Ask the newsagent! 




What, no disk? 
Ask the newsagent! 




FOOTBALL 

FEVER! 

In-depth previews 
of EVERY soccer 
game due out 
this year! 
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SUPER FX! 

The Amiga does 
the Starwing- 



thing! 



* * * 

REVIEWED! Ryder Cup, Batman Returns, 
Puggsy, Innocent Until Caught, Winter Olympics, 
Super Methane Bros, Snapperazzi and many more! 

PREVIEWED! Sibwing, Armourgeddon 2, Pinkie 
and Bump 'n Burn to name a few! 

TIPPED! Liberation, The Labyrinth Of Time, 

Star Trek, Simon The Sorceror and loads more! 
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CU AMIGA 

97% 

^^The ultimate in space adventure, 
Frontier is the single most 
important step forward for a a 
games this decade. J * 



PC ZONE 



Unrivalled classic, nothing 
' comes close. 



AMIGA ACTION 

93% 



Frontier is probably the best 
game I have ever played. This 
offers everything you could ( 
want in a game of this type. 
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PC Screen shot 
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THE ONE 

96% 



only the very best 



Available on PC, 

U.-ivi'i BkiIumi !!»!»:* I loonsod 



I / C & VG 

'96% 

One of, if not the, biggest 
games ever, Frontier is a title' 
that will make the rest of your* 
software collection obsolete. / / 
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A Screen sbot 



PC Screen 
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Like Elite before it, Frontier is a 
game that rises above its feeble 
competitors like a colossus and 
will bq talked about in awe for 
years to come. It's better than 
you could ever have dreamed it 44 
to be. 7 7 
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The best space game eveY. ^ ^ 
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mature with tim 
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ing in faulty coverdlsks to us. 
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them to; The One Coverdlsk 
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coverdisk problems sent to us 
will remain unanswered. 
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cake...*' 

■ EMAP Images 1993 




There are tears in my eyes as I 
write because — sob! — this 
will be my last issue as Editor of 
The One. It's all because of that 
rat Simon Byron who, aided 
and abetted by those turncoats 
Matt and Jenny, staged a South 
American-style coup d'etat and 
ousted me from my seat of 
power. So, as from next issue, it's his gormless face 
you'll see peering out of the picture box to the top- 
left. Never mind, as Lord EMAP's seen me right and 
is moving me onto a new project — a relaunch of 
Sinclair User. Apparently, the ZX Spectrum is mak- 
ing a comeback. Or so he tells me. Anyway, thanks 
to you, the readers, for all your support over the 
past year or so and I hope you enjoy the mag under 
Simon — even though you know it won't be half as 
good as it was under me. 

DAVID UPCHURCH, 
EDITOR (as was). 



4 CONTENTS 

EXCLUSIVE! Two — yes, TWO! — whole pages 
filled with, er, well, you know, um, contents really. 

6 BOOT SECTOR 

Four pages quite literally throbbing with what peo- 
ple are already calling That bit about the cover 
disks.' Crikey! 




SENSIBLE WORLD 
OF SOCCER 

You've waited and waited, and at last it's 
rolling over the horizon towards us. Go 
forth and check out our exclusive four- 
page report. 



12 NEWS 

As ever, The One is slap bang in the middle of the 
Amiga world, completely without a clue. We tell 
you what we reckon is going on. (Disclaimer — The 
One retains the right to be completely wrong at all 
times.) 

18 LETTERS 

You wouldn't believe the fun we've had typing in all 
your brilliant letters this month. At one point, we 
had to close the office and go home early because 
David got all frothy and out of hand. Now you can 
too. 

22 KICK OFF! 

Sensi Sensi Sensi! Yup, we're hot, we're happening 
and, best of all, we're great mates with Sensible 
Software. If you want to be just like us, then turn 
immediately to this four-page feature on the follow- 
up to one of the best-selling Amiga games of all 
time — Sensible World Of Soccer. 

26 ONE ON ONE 

Find out exactly what makes the authors of the 
Championship Manager games tick, as we probe 
where no one has probed before — into the pants 
of Intelek. 

30 'ERE WE GO! 'ERE WE GO! 
'ERE WE GO! 

We get our balls out and kick them around a lot. 
When we're not doing that, though, we're busy 
bringing you news and previews of all the footy 
games you can expect to see in 1994. 

35 WORK IN PROGRESS 

Your chance to travel with us to top software devel- 
oping locations across the planet that you call Earth. 
Expect to encounter such creatures as Acid 
Software's Sibwing, Millennium's Pinkie and Psyg- 
nosis's Armourgeddon 2. Oh yes, and tons more 
besides! 

53 REVIEWS 

This month we unveil the scores on the doors for 
such beauties as Winter Olympics, Ryder Cup and 
Innocent Until Caught to name but, well, three 
actually. This is where to look if you want to find 
out which company's PR rep spends the most 
money on us and buys us the best... (Snip — Dave.) 

80 UPDATES 

We've had a tremendous response lo our 'spot the 
fish' competition (What? — Dave) and once again 
we look at software that's been souped-up and re- 
released for the A1200 and CD32. (Have you been 
drinking again? — Dave.) 






GAMES FEATURED IN THIS ISSUE 




82 REPLAYS 

It's been a bumper month 
for budget releases, so 
you can expect nothing 
less than six pages of tip- 
top coverage. Hit me, 
baby, hit me! 

90 KILL ZONE 

You'd be amazed at the 
crap you can churn out 
once you've worked here 
for a while, you really 
would Anyway, where 
was 17 Oh yes. Wow! 
Check this out dad-dad- 
daddio — Liberation, 
Labyrinth Of Time, Star 
Trek and the continuing 
solution to Simon The Sor- 
cefor. Yes. it's all true! 
Crazy or what? 

104 PD ZONE 

Gimme, gimme, gimme a 
man after midnight. 
Won't somebody help me 
chase the shadows away. 
(I think he means it's PD 
Zone as usual. — Dave.) 



1 07 BACK ISSUES 

I've just had a great idea. How about if we hide 
half the mags in a cupboard downstairs, and then 
get people to buy them a couple of months later at 
a much inflated price? {Brilliant. — Dave.) 

108 SUBSCRIPTIONS 

You may've been in Desperate Dan's Pie Eaters 
club, you may've joined the Dennis & Gnasher fan 
Club, but nothing could've prepared you for this. 
Yes, this is your chance to become a subscriber to 
The One. Let's rock! 

110 RECOMMENDED 

Once again David manages to tick off four pages of 
his monthly quota by churning out the same thing 
as last month. With a couple of minor changes. 
Clever man, that Upchurch. 

114 NEXT MONTH 

Round and round and round she goes, where she 
stops, nobody knows. Yes, we employ a tried and 
tested but totally unreliable method to find out 
what's likely to happen next month. (Disclaimer — 
The One retains the right to be completely wrong 
at all times. As usual.) 



HUGO THE TROLL..46 

This may look a little familiar and quite rightly 

so. We've got all the 

info on the graphically- £H& -£*1P5B 

stunning game from BSjff feM 

Supervision that's 

already been a big hit 

with viewers of ITV's 

"What's Up Doc?' Cor! ' »^a8f""SjBF 



GUARDIAN 36 

You don't have to put up with those 
awful Nintendo nuts going on about their 
Starwing anymore, as Acid Software are 
about to prove that anything the Super 
NES can do, the Amiga can do better. 



WIN! 
A CD32! 

Head for 
page 88 
now! 



DO YOU 
LIKE 
FOOTBALL? 
Of course 
you do, so 
why not turn 

to page 29 
for a massive 
preview of 
every major 
f ooty game 
coming out 
this year! 



ARMOURGEDDON 2 WIP 



BATMAN RETURNS REVIEW 



BUMP N' BURN WIP 



CHAMP. MANAGER ITALIA REVIEW 



000FUS REVIEW 



DRACULA REVIEW 



HUGO THE TROLL WIP 



INNOCENT UNTIL CAUGHT REVIEW 



LIBERATION TIPS 



PINKIE WIP 



PUGGSY REVIEW 



RYDER CUP REVIEW 



SENSI WORLD OF SOCCER PREVIEW 



SIBWING WIP 



SIMON THE SORCEROR TIPS 



SNAPPERAZZI REVIEW 



STAR TREK TIPS 



SUPER METHANE BROS REVIEW 



TUBE WARRIORS REVIEW 
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WHEN TWO WORLDS WAR 


REVIEW 


WINTER OLYMPICS 


REVIEW 
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ON THE DISKS... 

Wet the tip of your finger and thumb. Oh 
yeah. That's good. Now turn the page to see 
how you can get to footy and PD demo 
heaven with our stunning coverdisks. 









BENEFACTOR 



Psygnosis 

Welt, this is a bit of a treat and no 
mistaking. Although Benefactor 
hasn't got the most eye-poppingly 
beautiful graphics ever, spend a few 
minutes playing the thing and you'll 
be head over heels in love with this 
rather smart arcade adventure. And 
that's official! 

You take control of a bloke (I 
don't know his name, it doesn't say) 
who has to help some little blokes (it 
doesn't give their names either) get 
to a teleporter thingy at the end of 
each level. (We're always well 
Informed on The One. - David.) 

The little blokes are pretty intelli- 
gent and will make their way 
towards the teleporter, only stop- 



LOADING YOUR 
DISKS 

1. Dive dramatically towards 
your mag and firmly collect the 
disk of your choice, bringing it 
to your chest. 

2. Executing a perfect overhead 
kick, shoot the disk into the 
goal mouth of the disk drive 
and punt your Amiga on. 

3. Celebrating with your team 
mates in an embarrassingly 
'intimate' way. choose the 
demo of your choice using the 
function keys. 

4. Play the game. He shoots! 
He scores!! 



mm 

Hfe^H ping when they get 
^^^^^^B to <ire,i they 
J J H negotiate 
without your help. 
This help can include picking them 
up and throwing them onto a 
higher platform, flicking a switch 
to extend a platform or opening a 
door that blocks their way. 

At the beginning of each level, 
the little chaps are held in small 
rooms which can be opened using 
the gold keys found around the 
level — though it's not always 
advisable to do that straight away 
(more on that in a minute). 

The little lads come in two 
flavours; full-coloured smart ones 





Somersault 
(with joystick 
direction). 

Pick-up/drop 
object. 

Pull lever. 



Jump. 

Throw little geeeers up 
Climb up ladder. 
Enter door. 



n -over. 



Run left. 

With fire 
pressed: 
somersault. 




Run right. 

With fire 
pressed: 
somersault. 



Tuck-roll 
to left 



Duck. 

Climb down ladder. 



Tuck-roll 

to rifht, 



BOOT SECTOR 



0 



This month, due to the incredible disks on offer, we've got not one, not two, not 
three but FOUR pages worth of Boot Sector. Imagine how 'thrilled' Matt Broughton 
was when we told him! 

DISK A 

BENEFACTOR 
ORK ATTACK 
POLLYMORF 






DISK B 

CHAMPIONSHIP 
MANAGER ITALIA 
PREMIER PICS 




(who won't do anything to hurt 
theTse ,es b.jck and white 

ones who are as thick as a thick 
plant of something thick (i.e. will 
quite happily walk into lakes of 
bufeMng death juke). You need to 
put these th*ctos through special 
colouring machines to make them 
more *nt«»ig e nt but — you just 
knew there was one of those buts' 
on the way. didn't you? — these 
colouring machines are initially 
switched off 

To activate them you have to col- 
lect a pot of paint (usually found 
elsewhere on the level) and stick it 
*nto the funnel at the top of the 
machine. When the black and white 
Th'ough The bottom unit, 
theyl become fully-coloured, fully- 
funcoorMng smarties 

You re a fairly athletic bloke and 
can pull off a number of award- 
wtnrwtg moves, such as Impossible 
Mission-style somersaults and 
Flashbacky forward rolls, not to 
mentior-' climbing onto higher plat- 
forms and a few other things to 
boot The bar at the base of the 
screen shows your current energy 
so don't fall too far, or you'll find 
yourself back at the beginning of 
the level. 

As you travel around, you'll find 
a number of nasties to avoid, as 
well as tons of lovely jewels and 
interesting collectibles just asking 
to be stolen — just remember to 
keep an eye on your thickies while 
you're bombing around the place! 
It's great fun, and I for one cant 
wait to play the finished game. 



ORK ATTACK 

Complete PD game! 



The more observant of you may 
recall this from a recent PD Zone 
where it scored quite handsomely, 
and here it is for you to sample 
yourselves. 

You play the part of a lone 
knight left to protect the King from 
a seemingly never-ending Ork 
attack on his castle. You do this by 
standing on the castle's battle- 

■ 




ments and hurling rocks at the Orks 
as they climb towards you or, 
should they get to the top, calling 
for your sword and chopping off 
their ugly heads with one well- 
timed swipe. 

There will only ever be one rock 
on-screen at a time, and this can be 
picked up by running over it and 
then dropped by standing above 
the offending Ork and pressing Fire 
(it's also worth mentioning that it's 
easier to control if you pull 'Down' 
on your joystick to stop the knight 
moving). 

If it becomes apparent that an 
Ork is going to get to the top before 
you can brain him, you can drop the 
boulder and call for your sword (by 
pushing 'Up'). Your trusty squire will 
oblige and chuck the weapon 
towards you, leaving you to chop 
off the Orks' heads. Again, it's 
worth mentioning that no new 



Drop rock. 

Slash with 
sword. 



Call for/return sword. 



Move loft. 




Move right. 



Stop moving. 




rocks will appear until you throw 
the sword back to the squire (by 
pushing 'Up' again). 

Every now and then a chief Ork 
will appear (identified by his glow- 
ing staff — chortle) and slowly 
ascend the wall. If the chief gets to 
the top, the staff will explode and 
it's Game Over time. You can't kill 
him with the sword and so must 
drop a rock on his head, setting off 
the staff and affectively 'smart 
bombing' any other Orks on-screen. 

Once you've killed a set number 
of Orks, a magic staff of your own 
will appear at the top of the screen 
(providing you're not holding the 
sword) and when collected will 
flash-fry any Orks left, exiting the 
current level. 

Before you move on to the next 
level, you'll often enter a sub-game 
where you take over as the squire 
and must sweep the dead Ork bod- 
ies into the moat. You do this by 
pushing them with the brush and 
must dispose of as many as possi- 
ble before the time runs out. This is 
purely a bonus round, so nothing 
can really go wrong here. 

You then appear on the next level 
where things get a bit harder, with 
more Orks, not to mention the 
appearance of Orks with helmets 
which can only be killed using the 
sword. 

It's all very frantic and, consider- 
ing you only get one life to play 
with, pretty demanding, but if 
David can get to Level i so 
can you! Have fun. 



•y 




BOOT SECTOR 




POLLYAAORF 

Complete PD game! 



Now this is the kind of game I like to 
see in Boot Sector — mainly because 
it's gonna take me about three min- 
utes to explain! 

I'm sure this is a puzzler you've all 
seen before in one form or another 
but here I go anyway. You're a love- 
ly little blob who has been charged 
with the task of pushing coloured 
blocks together in an attempt to clear 
the screen before the time runs out 
(shown by the descending bar). 

As soon as two or more blobs of 
the same colour are next to each 
other either vertically or horizontally, 
they'll disappear from the screen. 
You need to do a fair bit of forward 
thinking before you move anything, 
especially when you get three blocks 




of the same colour 
on the same 
screen. 

As the screen becomes clearer, 
things will obviously become easier 
as you'll have more room to 
manoeuvre the blocks around the 
area, but make sure that you don't 
move blocks into corners or against 
walls where you won't be able to 
retrieve them later. 
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Makes clicking Move in an "Pwardly direction. 



noises come 
from your joy- 
stick. 



Er... left. 




Guess. 



Proceed in a downward manner. 



CHAMPIONSHIP 
MANAGER n 
ITALIA |Ef 



Intelek 



We really have gone football crazy 
this month. No. really. Not only 
have we compiled an issue packed 
with footy information, but also 
have an entire disk devoted to the 
ancient art of kicking bags of pig's 
gut around (or something). And 
here's the big boy — Championship 
Manager Italia. 

I initially cringed at the thought 
of having to explain this game to 
you. but fortunately (for me in par- 
ticular) the game is fairly self 
explanatory thanks to some intu- 
itive menu options. Nevertheless, I'll 
take you through some of the less 
obvious points. 

When you play CMI for the first 
time, you'll first need to pick the 
team you want to manage, along 
with the sort of personality you 
want your manager to have (i.e 
grumpy, happy, sleepy, bashful and 
Ooc). Once you've answered these 
few questions, you'll need to sit 
back for a while while the comput- 
er creates the players and team 



IMPORTANT! 

Before playing Championship 
Manager Italian, you'll need to 
find two blank disks. The instal- 
lation program is really easy to 
use (just follow the on-screen 
instructions) and will even for- 
mat your disks for you. Make 
sure you write protect The One 
coverdisk to ensure that you 
don't accidentally overwrite 
anything you shouldn't. Also, 
don't remove any disks until 
the disk light on your Amiga 
has gone out. 



data on your disk. If you don't fancy 
waiting for the game to generate all 
the additional information, select 
Quick Start and you'll be plunged 
headfirst into the heady world of 
football management. 

The first thing to do is set up a 
few friendly games against teams of 
your choice. Go to the Fixtures menu 
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and se*ect a .acant space in your fix- 
tyres fat You'll be able to approach 
any team aod rf they accept opt to 
pUy the match at home or away. 
Once you've filed up your fixture list, 
«n eat and return to the main 



m pm b a faly best to play a match 
so you can began to build up a strong 
teas. Cfccfc on the top-left box and 
youll 90 straight to team selection. 
There are a number of information 
=: r * ' q m ;he squad 
vaHl as methods of view- 
tactks. 8y clicking over 
players names, you can 
a detailed record showing 
that piayer s personal details and 
ratings on skill sets. 
Once you've decided whether to 
or not. simply click over 
that you want them to 
in (at the base of the screen) 
and then over the player's name. You 
can new the squad as a whole, or as 
defence. aaidfiekJ or attack by using 
the s**RXtton panels in the bottom 
right. 

The smafter options along the base 
of the screen give access to such 
information as goal scorers, disci- 
pline, awards, etc. while the top 
options give access to the league 
tables and fixtures. 

By going to the tactics screen 
(TCT) you can select the formation 
and overall style of play that your 
team will adopt in the coming 
games Although injuries will often 
call for player replacements, this will 
become the permanent tactic for 
your team unless changed by your- 
self during or between matches. 
Once you're happy with your selec- 
tion, you can click over 'Done' and 
return to the main menu to wait for 
your first fixtures to come around. 

The matches themselves are dis- 
played using a mixture of text and 
statistical information, with spots of 
commentary when any of the players 
come close to a goal scoring oppor- 
tunity. From the bars, you'll be able 
to monitor the overall performance 
of your team, split into defence, mid- 
field and attack strength. This display 



Italian Cup 
Stadio Olinpico 



I Goal for Fiorentina 1 




A 1 1 ■ 1 i*k 




also shows who is currently attack- 
ing and who is defending, with the 
overall scores given in bold. 

Should you feel the need to make 
any major changes to your team's 
formation or playing style, clicking 
on the right button at any point dur- 
ing a match will take you back into 
the tactics screen where you can 
again make your selections. Clicking 
on 'Done' will return to the game. 

As the season progresses, player 
contracts will come up for renewal, 
along with the chance to buy and 
sell players on the transfer market. 
Again, all of these functions are con- 
trolled using the mouse and a series 
of intelligent option screens; as are 
all the features of the game thank- 
fully! 

Quite often you'll have to give the 
machine a bit of thinking time as it 
sorts out things like player transfers, 
but other than that you should be 
able to enjoy this sample of the 
game without any problems (of 
course, you'll have to buy the full 
game to play for more than half a 
season - damn!). 

The Small Print Bit. 

1. Whilst we here at The One 
make every effort to check the 
coverdisks for all known virus- 
es, we can accept no responsi- 
bility for damage caused by 
viruses which may have 
escaped our attention. 

2. The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 
coverdisks which may occur. 



PREMIER PICS 

Complete PD game! 



Premier Picks is basically a game of 
chance, where you play through 
each match by turning a number of 
cards laid out before you. If you're 
lucky, you'll score. If you're unlucky, 
you'll miss. And if you're a git you'll 
foul and miss a turn. Hurrah! 

You take it in turns to play 
against a computer opponent, until 



one of you selects the half- or full- 
time, and then the match is over. 
You then get to view the league 
tables and see how you're getting 
on. You select your team at the very 
beginning, so you can now enjoy 
watching your team screw up with- 
out any players even needing to be 
involved. Marvellous. 




BIG PROBLEMO! 

Due to the large number of duplicate disk made, the odd one 
won't do its thang as it should. We're very sorry if you've got one 
of these but don't despair, help is at hand. Whatever you do DONT 
SEND THEM TO US! Instead, send them to this address with a SAE 
for 28p: 

The One Coverdisk Returns, 

PC Wise, 

Dowlais Top Business Park, 

Dowlais, 

Merthyr Tydfil, 

Mid Glamorgan CF48 2YY. 
Once you've done this you can read the rest of your excellent mag- 
azine and wait for your replacement disk to arrive. If you think 
that you can solve your problems down the phone, call the PC 
Wise helpline on (0685) 3S0S05 between 10:30am and 12:30pm 
on weekdays. 
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OiMOi 

■GHNGWS|2| >Y 
•>PANTA«MI300 
1 PHOENl. DEMO .Y 
1 HOI MPCMAtP 1200 

1 mm TB1PPN ,Y 
1 MADE f CRGA1A - 
1 lOtCt »Y 

1 HYPNOSIS 4Y 
1 CLAIRVOYANCE .V 
^CHANHNoJ 1J00 
n DESERT CfcEAM 17) .Y 
~> PC*N' Ol SAIF I 700 

USTMXR3 iaoo 

>«r,NAW*Ol4Y 
' PYGMY WEN .» 
1 OTXSSEY 15| . 
' iL"0« C*Wf -* 

. .lC»NO 1200 

n EXPlO!2 1200 
~>FUUMOONAGA 
I CANITY ARTE *Y 
1 LWWN 171 I20U 



MUSIC 

3 -.'.(:• 3 ? .Y 
3 OCTAME0 2 »Y 
"> PfiOTBACKER 1 ' -» 
3 MID MODS |»V 
MID MODS 7. V 
1 MiftK MOOS Hi »Y 

^Ml&ASAMPlIJ|S|.Y 

"> « kai pro «Y 

1 IEO** MODS 151 -y 

1 RAVE SAMPIES .» 

" l <TSMODS[J|.Y 
1 r*UM:0O» vttNM 
■» MllSt MADNESS .Y 
3 MAI BOX |2| .Y 

"•Dtson.Y 

MnHMK >y 
S bass N ya 1 ace »V 

■'dataiiwocy.y 

^ DATA* THE yCTm-Y 
"* ieso N*nirt 
i OCTAMfti tUTO* 



(/riLfTKS 

1 DCOI7 3.1 .» 

1 iock po; 2 »v 

ENGINEERS »I 
tSEECOPYI B tY 
A"^i «(Orit*«S ft 
1 MAVHOt CC*Y .» 

">MB«MUI»3*r 
>M DVSVWUTUY 

^c«Ac«icavimi.* 

IAKMEM.Y 

''iMJlAtOBSBMETC'l 
' HAIO DMYE UTHS »Y 

" , WB3fcAC«D»OPSY 

-SPtCIHU«»7«Y 
NBl&CONSISI »Y 
I 200 UIIlS .Y 

"'pctAica .v 

1 unu afiKi .y 

^PSIN! SIUDO.Y 
1 SID7.Y 
n 6J5«ia ItmiB.Y 

3 IA1Y C*lt riLO 



All l>i\ki 

I h .nit." 1lp>'l.ln4 

yup 1 MptvjqtpeNM 



■ 



iWl-»cii \l(u3rr>wol 

. Itin inmpillhU V: I MO nun 



,unw . ■ 1 



I ( . ■ < -1 1 ■ • _j < ■ > ■li ' ill "Hp. 11c KKKK «llh iiitif fir*t order 

I ntviJiin. 75 nn iiwvt:. mil iifiittn. t:sst:\ su IQQ 

I in (I CI* null ml ilnl. .Icik. kllfrrrlMlirlh tl.Wl 



\DEm11n. 75 rnriiHivf. rwm'orii. t:sst:\ SS4 n 



I -burnt 10 l)Uk> 
I E rl I frrr 



Utllf IIS 

■ MAOC W/BC*X H 
1 ttXT ENGINE V4 1.Y 
1 1MAGINE OStai |7| 
1 DTV STUfT *Y 
' BIACKBOA40 tV 
1 GAME TAMER * 5' >Y 

i MANOOMAMA 4 -Y 

""ASTRONOMY 
I PHOTOGRAPHY »Y 
1 ERROR WFO »Y 
'HSOtW.Y 

J vtto una .y 

"TOD«2 1300 

i 1 300 GRAPHIC OTIS 

Ail 111 DISK 1201) 
I HANNfR MAHER.Y 

""SSGIVE OTOSiWO'D.Y 
> m&H»w*soai b iv 
' RftfcD IMHCCO 4 .Y 

^ CG EONTS |7) tY 

^ PARNtT |7| *V 

n PARNET HEIP-Y 
• " - *' 

»..».» /.,jf ii»i-»m 

I It |lMM aUlllhl 

liwiiai Omwtm Rfli HI 

I. - . T - ...... 






TOP SPECIAL, 
OFFER 




unniM 



WING COMMANDER 

9.99 



CHAOS ENGINE 

13.99 



ALIEN BREED 2 (A1200) STREETF1GMIER 2 

18.99 11.49 



elite 2 
19.99 



MORTAL K OMB AT 

20.49 




\:*7 





.EMMlNGS 2 

13.99 



PINBALL DREAMS 

13.49 



SPEEDBALL 2 

8.99 



OVERDRIVE 

11.99 



REACH FT SKIES 

14.99 



|< i won 

lOlilMH 




ARABIAN NIGHTS 

9.49 



CHAM MGR 93 

12.99 



Z00L2 

16.99 



SENSI SOCCER 92/93 

13.99 




I 



CANNON FODDER 

20.49 



PREMIER MGR 

9.99 



PREMIER MGR 2 

13.99 




ISHAR 2 

11.49 

IMPORTANT - PICAS! NOTf 

H09 -- will not work on 4500 
Plus, 4600 or 41200. 
H012--wltt not work on the 
41200. 

I /MfG ; requires of hast I meg 
of MM fo run. 
- -- NiW Hem 

AMIGA A 1200 VERSION GAMES 

AiABUCKS '3 M M 

al«nbre(D7 ism 

eoDTBiows , . na 

BOO* BLOWS GALACTIC .- —JIM 

■miuMCE a qa 1 1 m immw i disk 
DRIVES OH HARO DRIVE REOUIREO 

PRQ'E SSKJNAv PAINT AND ANIMATOR 

PACKAGE FOR 0UT9TAN0WQ RWA.TS 

FEAIURE5 ALL AMIGA SCREEN MOOE! 

IHCiUOINflAOA)' - ihm 

■UHNHO rubber _____ 11 M 

CHAOS ENGINE IBM 

DENNIS IM 

ISHAR 1 l (GtOS'j Cf CHAOS ISM 

JURASSIC PARK - B IBM 

kings Outs' S(i M<0| • nn 

MAN UTE PREMIER LEAGUE CHAMPIONS 'IS St 

MR NUT7 1MB 

NIGEL MANSELL B WORLO CHAMP SHIP II 41 

RISE 0* XX ROBOT* • 3SM 

RYDER CUP — ___, IS <! 

UM LIFE . . . mm 

SIMON INC SORCERER HAS 

SOCCERKID - IBM 

5>AB TREK - 3STH ANNIVf USARY 
|HARDD*iVEONL<l .. 22 AS 

SUPER STARDUST. 1SSS 

m um 

XOQL J iim 

AMIGA GAMES 

BM ATT AC - SUB _ 10*» 

A-TRAIN(I MEQI - UM 

AUil AiftBUS |U5A VERSION) |1 MEG i 72 W 

A»n APPROACH TRAINER <1 MEGl- ISM 
AOOAMS f AMIIV (I MEO) *M 

AIRBUCKS - IBM 

AIR FORCE COMMANDER II MEG. ISM 

AIR SUPPORT UM 

ALFRED C-lCKEH|1 MEO)... HAS 

Aueni ... UN 

ALIEN BREEO {SPECIAL ECIONI < 1 MEG) I 41 
ALIEN BREED 2 1 I MEG) ...... ..IT.W 

AMERICAN OLADIATORS . UO I ; . IBM 

AMNIU6 ... — _ — , AM 

ANOTHER WORLO I1M 

APOCALYPSE <l MEG) 10 41 

ARABIAN NIGHTS _....*M 

ARCADE POOL (I MEO)' _ »M 

ARCHER MACLEAN S POOL HAS 

ARKAN0C2INO1Z) TM 

ARMOUR GEOOON 3 II MEG)* 2041 

ASIA SS'U REM* - ..BM 

BIT Fl'iNG FORTRESS fl MEG) »M 
BATMAN RETURNS „ __ ._. UM 

BATMAN 'HE MOVIE __- 

BATTLE ISLl S3 ISM 

BATTLE OF DRI! AIN - .14 At 

•OE ACH VOUSV (NQ1II ...... IM 

lftt(LA'"IHe6!EELS«»(IMEGl UM 

BENEFACTOR |t MEO) 304B 
BILL V TOMATO GAME ITM 

BIRDS OF PREY |l MEQhNOIJI ...IIM 

BLACK CRYPT (1 MEO) 11.M 

BLADE 0* DE5IINV |i MEG) . - 7141 

BLAST AR II MFC) ISM 

BLUES BOO'HERS _ _....TM 

B.UES BROTHERS JW(SO> ADVENTURE • 1'4t 

BOO* BlOWS (I UEGl 1J.M 

BOOT BLOWS GALACIC 1 1 MEG) I'M 

BRE«CHS(I MEGl' . . . 4'i 

BRIAN THE LION _ ITM 

BUSBA N STH . ISM 

BIJUM'.'. ni.iBRFR I7.M 

CAESE.R OElUVI -■■« 

CAMPAIGN |l MEO) „ - 23.41 

campaign 1 1< mat W M 

CANNON lOOOtH <l MEGl »« 

CARDIACS ...».« 

CHAM' • 1 MANAGER IJ 

UPOATEOiSKlMEOl S.4S 

CHAMRIOAISHIP MANAGER 'll^ |l MEG)'? M 

CtiAMPtO^SMIP MANAGER COLLECTION 

IOV44 . l#OATE DISICXI MEGl* 21) 44 

("AKin^Q'iSUlP MANAGER ITALIA ^J*l 



A-TRAIN 

13.99 









JURASSIC PARK 


Mite W-^Mi *b<M 

WIAU^AV I 




COMBAT CLASSICS 




MICRO MACHINES 

16.99 

TOP SPECIAL 
. OFFER . L 



ARCHER MACLEANS 

13.49 



EYE OF THE BEH0 

12.49 



JIMMY WHITES 

13.49 




■poiianiii out ■ i ^ 




13.99 



17.99 



BODY BLOWS 

12.49 



ZOOL 

10.99 



SPORTS MASTERS D MASTER - CI- 

13.99 13.99 



OF MONKEY ISl 

12.99 



LS LARRY 1 

11.49 



.' 15 STRIKE EAGLE 2. SM ATTACK SUB. 

TEAM • ■ - ■ I ' ■ (1 MEGl mOll) UM 

COOL SPOT _. . — 2049 

CORPORATION SM 

CORRUPTION (U'SC ROLLS) T.M 

COSMIC SPACEHEAOH MEO)' ISM 

CRUISE FOR A CORPSE tUJJ 

CRYSTAL KINGDOM OIIZV ~ S.4S 

CURSE OF ENO-ANTIA (I MEG) II.M 

CYBERPUNK , ISM 

CVBERSPACEllMEOI 23 M 

OARKSEEDll MEG) ■ Jl 4S 

DENNIS IS«S 

DESERT STRIKE (I MEG) ISM 

DHROITII MEO)' -... M M 

0I5POS4B.E NERO ISM 

DIZZV S EICELLENT AOVENTURE ISAt 

DOCFOTll MEO) .-. 32M 

DOSKII MEG) 1S4I 

DRACULA it MEO)....-— 30.4§ 

ORE aml ANOS 

(TBAN5ARTICA. STORM MASTER 

ISHARK) MEGl -,_ IBM 

DREAM WEB |l UUI...,„ 13 M 

DUNE 1 BATTLE FOR ARRAKIS 1 1 MEG) 20 4* 
DUNGtCN VAS'ER A 

CHAOS S'RIKES BACK |i MEG) I1H 

o*na blasters iwui _ aow 

ELITE miii i iiiiifH 

ELITE 3|FRONT1ERl|l MEG) IBM 

ESCAPE FROM THE PLANET W 

THE ROBOI MONSIERS |NOI2l TM 

EUROPEAN CHAMPIONS |1 MEG| I'M 

EVE OF THE BEHOLDER I SSI) (I MEG) ...IJ-4B 
EVE OF THE BEHOiDER 1 1X UfQ) 34.M 

Fl .■'.".."•ii MEO) __.. .IT M 

tll'A STEALTH FIGHTER 2 PC MEO) 23 M 

'IS STRWE EAGLE 1 II MEGl 11 M 

FIT CHALLCMQE „_ __„..I0.« 

'H STEALTH FIGHTER IMOR) JM 

'29 RETAUATOR (' MEGl ._ ia4B 

'ABLES S FIENDS • LEGEM) 0* 

•VRANOiA (N012) II MEG) 21M 

FACE OFF (CE HOCKEV (NOI2) B.M 

FANTASTIC WORLDS 

I REALMS PIRAICS MEGA LO MANIA. 
PORU I OU S WONOE RLAND ) 

(I MEGIIN011) .t - 

FIRST DIVISION MANAGER 

F*5T SAMURAI . VIC* LO MAMA iNOI Jl 
'LAMES 0» FREEDOM (MIDWINTER 2l 

(LAS-BACK (I MEG) _™ 

fOUMUlA i GUANO PRI* 

FUTURE WARS IN012) — _ 



1 1 M(G( • . 

CHAOtCNQmf 

C'VILISATION H MCO) 

COMBO' AIR PA'ROl 

COMPAT CLASSICS 



IB4I 
I IBB 

-. «.« 

... J0.4S 



02 1 1 MEO) 

GEAR WORKS 



J. 4>! 

...JM 

I1.M 

I0M 

2DBV 
22H 

MM 

.ITM 
IS 40 

QENESIA |l MEO) — J0.4B 

GLOOOULE »4« 

QOAL MM 

OOBLIHNS 2 . mi UM 

GRAHAM GOOCH DATA OAK 12 M 

GRAHAM GOOCH WORLD 

CLASS CRICKET p UEO) IBM 

GRAKALI TAVLOR S SOCCER 

MANAGER (l MEO) - DAB 

GRAND ORW CIRCIAT .™ BM 



GUNSHR 2000(1 MEO) 

MEAD OVER HEELS 

HEROOUEST 2 THE LEGACY 

OFSOnAJILIIMEG) 

MILL STREET BLUES (NOI2) 

HIRED GUNS {' MEG| , u 

WSIORTLINF 1B14.1B<1 MEGl 

HOLLYWOOD COLLECTION 
(ROBOCOP. OHOSTBUSTERS 7. 

INDIANA JONES ACTION BATMAN 

'HE MOVIE) D/5|NOP| — | _, — 

HUMANS 2 II MEO) 

-UMANS DATA DISK (N013) 

HUNTE"(N013I 

, 



22 99 

.T.M 

.IBM 
B.4B 

32.4B 
22H 



....IB 

IBM 

IBM 



ITM 

T.M 
11M 

34 41 

il 99 

TH 



iwvoo'AKNOIJI _ — . T0.M 

INDIANA JOWS 2 ACTION (FATE OF 

ATLANTIS) „____...„ 

INDIANA JONES ACTION 

INDIANA JONES ADVENTURE 

INDIANA JONES F»'E 0* ATLANTIS 

ADVENIURE 1 1 MEG) 

INNOCENT |l MCQ) 

INTERNATIONAL R'JGBY CHALLENGE 

lEfrfNO 0* '"E '0*"lf I ' VEii 1 1 41 
ISHAR 2 • LEGIONS O* CHAOS |1 MEO). Ilfl 

I' C4ME FROM THE DESERT PLUS ANT 

HEADS DATA DISK I' MEG) - 1*M 

JACK NICKLAUS GOLF AM 

JAGUAR IJiKV MEG) -....AM 

jamfspono , ,__™»a» 

jet 5'riki" - .t7jb 

jimm' whites snooker (n012) u «9 

JIN»TERiUjSCROLLSI 4 4| 

john maddens (us) football i1m 

juoassic park |1 meo) _~.,.1?js 

k240 1 utopia 1) ( 1 meo) ibm 

MMJ iPf GAN9 Pi.Yf a V1NAGIB { ' Mf CUB ■» 

Ml _ JAM 

KINGMAKER 0 MEG) MM 

KINGS QUEST i „..11M 



KINGS QUEST B II MEG) 

KNIGHTS OF THE SKY (1 MEG) . 

KRUSTY S SUPER 'UN HOUSE 

LAMBORGHINI • _ 

LAST NINJA 3 INOU) 

LEGEND (WORLD Of LEGEND) 

LEGENDS OF VALOUR (1 MEOl (NOiJ) 

LEISURE SUIT LARRY 1 |l MEG) — , 

LEISURE BUT LARRY 1 11 MEO) • _ 

LEMMINGS 2 

LEMMINGS DATA DISK - OH NO! 

LINKS - (GOL*1 (HARD DRIVE 

REQUIRED)!' MEG) 

LOMBARD RAC RALLY 

LOST VI KINOS. H 

LO'US J THE FINAL 

CHALLENGE |l MEOmNOIII — — 

LO'US TURBO CHALLENGE 2 (N012I 

LURE Of THE 'EMPIRE S5 (1 MEO) 

Ml TANK PLATOON (I MEGl 

MAGIC BOY 

MAGICIAN S CASTLE (1 MEO) 

MAN UTO PREMIER 

LEAGUE CHAMPIONS (1 MEO) 

MANCHESTER UNITED . , 

UAVCHESIEU U\Hf0 EUROPE 

MANIAC MANSION |N01?J 

WICK) MACHINES . 

MICROPROSEWOOL'llMEO) 

'."''-> 2B|1 MCO) 

MOR'AL KOMBA' |t MEG) 

NEW ZEALAND S'ORt (NOI1L - 

WCKFALDOSGOLF .„-„, T >„,-.™ 
MOEL MANSELL 1 WORLD 

CHAMP SHIP (I MEG) 

NIPPON SAFES I" MEO) 

ON THE BALL • . .nl.iiiui 

ONE STEPBE'ONO|i MEOl 
OPERATION STEALTH (NOll) 

OPERATION WOLf (N012I _ 

OVERDRIVE |i MEG) 
PANZA UCK BOXM0 (MOTE) 

PARASOL STARS 

PA'RXIIANd MEGl 

PERIHELION (I MEO) 

POA TOUPI OOLF .............. 

PGA TOUR GOLF COURSE OlSK 
BINBALL DOUBLE PACK 

|PINB ALL DBEAMS ■ »AN>AS*Sl H M(0) 
PINBALL DREAMS 1 1 MEGl 

PINBALL FANTASIES 

PIRATES iNOP) _w 

PITFtOHTER 

POOLS O'OARKNM* 

POPULOUS A PROMISED LANDS (N01 31 

POP'llOUSJ(1 MEOl • 

CHALLENGE OA'A DISK _„ 

POPULOUS I CHALLENOE 
DA'A DISK (1 MEO) 

POWERMOHGER -WW1 OAIA DISK |N0I2I 

PREHISIORIKJ- 

PREMIER MANAGER (1 MEG) 

PREMIER MANAGER 1(1 MEO) ™_, 

PREMIERE 1 1 MEGl - 

PRIME MOVER _ 

PRINCE O' PERSIA (I MEO) 

PRO TENNIS T0UW|..„„ 

PROJECT » |SPf CIAL EDITION) 1 1 Mf 01 

PUGGS' I 'MEGl 

PUSH-OVER |1 MEG) 

PUTTY 

QUEST A GLORY 

IBLOOOWVC MIDWINTER 

CADAVER BATMNOII) 

QUE 5 IRON 2 |SSI| (N012). ,~ 

OWAK _™-™...- _ 

R-TYPE (N0 12) - 

PUULROA0 TYCOON 1 1 MEO) (NOP| 

RAINBOW COLLECTION 

iBUBBLE BOBBLE RAINBOW ISLANDS 

NEW IEALANO STORYl (NOP) 

RALLY 1 1 MEG) 

REACH FOR THE SKIES 

RISE D< THE ROBOTS (1 MEOl' 

ROAD RASH . 

ROtlNHOOO LEGEND QUEST 

ROBINSONSREOUiEW' 

ROBOCOP 2 — - 

ROBOCOP J (NOI2I 

RORKE S ORBFT - 

RULES Of ENGAGEMENT J 

RYDER CUP , „ 

SABRE TEAM — ~-~ 

SCRABBLE lUBOOLOl 

SECOND SAMURAI ( I MEGl 

CECflEI OF IDLAND |i MSG) 

SECREIO' MONKEY ISLAND 2 |1 MEG) 
SENSIBLE 50CCER I RM SEASON) 
SETTLERS 

SHADOW OF THE BEAST 1 (WITH T-SHIRT) 
SHA0OWIAN0S _ _. 

SH A DO WORL06 INOII) _ 

Silent service i ii MEO) 

tAHOTY DELUXE 

(SIM CiTY. FUTURE CITIES I 

TERRAIN EDITOR) 

5«M CITViLEMMINOS iNOUl' 



TJ VI 

12M 

IBM 

JM 

in 
UM 
11M 

1I.4B 

11BV 



1299 
TBB 

.19.99 

MM 

. SM 
.11M 
11M 
ITM 

20 49 

1B.4B 

...BM 
...IB 
IBM 

IBM 

MM 
.ton 

20 41 
. J-BB 

1B4B 

...BOO 
20 49 
IBM 
1499 

TIM 
-T.M 
II.M 

B.BB 
BBB 

20 49 

20.49 

10 BB 

11. H 

UM 

I14B 

ISM 
■0M 
TBB 
. BM 

10. « 

22 49 

11.41 
1IM 

I7M 

BBB 

11M 

I'M 

.. JM 
I24B 

104B 

20 Al 
I 41 

154B 



1149 

SAB 



. T.M 
ISM 



in 
1B9B 

1499 

2SBB 

I'M 

T.BB 
IBB9 

T.W 
10H 
. TH 
31 Afl 
IBM 
TIM 
IBM 

MM 
UN 
24 4* 

I1M 
2) 4) 

.. I4B 

~M 
-BM 

14 4B 



SILICA 1M( SORCERER I I MEOi JIM 

5KI0 MARKS [1 MEG))* ...TUB 

SLEEPWALKER 12 M 

SMASH TV .., . .... JM 

SOCCERKIO _ IBM 

SPACE HULK - 13 BB 

SPECIAL fORCES (1 MEG) I0 M 

SPEEDBALL 3 IM 

SP"RIT Of EICALIBUR (1 MEG) (NOP) I «» 

SPORTS MASTERS 
POAOOUF, WDV AD'.AfCAiiE 
TENMS EUROPEAN CHAMPIONSHIP S IM2I 

|iMCG)(NOI2| I1M 

STARDUST 124B 

SIEVE DAVIS SNOOKER 10 A* 

SIREET'IGHIER I I1M 

STRIKER |1 MEG| - ...*M 

STUNT CAR RACER (N013) 7M 

SUPERCARS2(NOPl IM 

SUPER "OG (' MEOl IBM 

SUPER HANG OH 7M 

SUPER SPACE INVADERS ,. BM 

5URBUR8ANCOMVAN0O« , __-.TTM 

swncHeiAOE2(Noiii »m 

SWIV (NOPl B.M 

SYNDICATE 1 1 MEG) MM 

T3 (COIN OP) l ' MEO) -.—JAM 

■HE BLUE A 'HE GREY 1 1 MEGl ISM 

THE LOST TREASURES Of 'NfOCOB1 1 

|20 CLASSIC IN'OCOfi'EITAOVSI IBM 

THEATRE Of DEATH 30 4B 

TITUS THE POX „ AM 

TORNADO (1 MEOl :«» 

IROJAN - ALII" (LIGHT PHAZER GAME).. JM 
TROJAN fIRESTAR |UGHI 'MAZER GAME) T.M 

IURRIC AN 1 ________ 7M 

IU1RICAN 1 1 1 MEQ| ITM 

UL'IMA5|N012I - BM 

UR1C«UM2|lMEO) ITM 

UTOPIA - DATA DISK ...I1M 

VIKINGS • FIELD OF CONQUEST (1 MEG) UM 
MM 

II 4B 

IBM 

-JLM 
2IM 
..BM 

21 4B 
20 4B 

TOM 

ISM 

SM 

.SM 
.IM 
,1tM 
10W 

IBM 



VROOM|N012) 

II Al -F» 



WAR IN THE GULF _ 

WAHZONE 

WHEN TWO WORLDS WAR ,1 MEG) 

WING COMMANDER 111 MEO) . . 
WTNTER OLYMPICS • 

WW N Lff 

WlZ KID 

WONOERDOO . , .... 

WW' WRESTLING INOTJ) -_„.. 

WW' WRES'UNO 2 (1 MEG) 

■ ENON 2 MEG AB LAST 

XMAS LEMMINGS 

ZOOLIIME0I 

20OL)|tMat 

AMIGA EDUCATIONAL 

10 OUT Of 10 DINOSAURS 

(1mb all ages. discover all about 

Dinosaurs i-e fun wavi 171* 

10 out of 10 - early essentials 
- mr ages 1-7 creates an (deal 
'oundaiion 'oh children 

io build on) .. _..1tjm 

10 out of 10 ■ english 

" MB AGES fl-'E COVERS MAJOR AREAS 
O* THE NATIONAL CURRiCUlUMI I7.M 

10 OUT OF 10 • FRENCH 

11 MB AGE 5 1 16 COVERS MAJOR AREAS 
0' NATIONAL CURRICULUM 
ATTAINMENT TARGETS 1 14| __. 

10 OUT OF 10 • JUNIOR ESSENTIALS 

(1MB ACESS n BUILDING 

FOUNDATIONS FOR MANY AREAS OF 

IHE NAIIONAL CUROlCULUMI 

10 OUT OF 10 ■ MATHS ALOEBRA 

(' MB AGES0-16 COVERS MAJOR 
AREAS O' NAIIONAL CURRICULUM! 

10 OUT Of 10 - MATHS NUMBERS 
|iMB AGEBfl-IB COVERS MAJOR 
AHEA5 Of NATIONAL CURR>CUL UM| 

A0iENGLiSH(IM3VRS) 

ADI «RENCHi l3-11 YNS) 

ADI F RENCH (11-14 YRSl _ 

A0l'R£NCH(14.|jrp») 

ADI JUNIOR COUNTING IB-' »R9) 

AOl JUNIOR READING (4-SYRI) 

AO' JUNIOR READING 10-7 YRS) 

ADI WA1HS I' 1 ■ 12 YRSl 

A0lMAIHSl'2 tlYRSl _. 

ADI MATHS H1-I4YRSI 

FUN SCHOOL 3 (3<| 

fUN SCHOOL 2 Ii 

'UN SCHOOL 1 IH mi -. 

■ UN SCHOOL 1 |B-/ YRS) 

'UN SCHOOL 1 (7. YR.lt ... 

FUN SCMOOl 4 (9.4 VQBl 

fUN SCHOOL 4 (5-7 YRS) 

f UN SCHOOL 4 (7. >Rt) .__,.„.__. 

'UN SCHOOL SPECIAL 

MERLIN S MATH5 I'-ll YRI) 

*UN 1CHOOL 9PSCIAL PAINT N CWFAIC 

[OUCATKJNAI ART (*- YRSl IIMff 

'UN SCHOOL SPECIAL ■ 

SPELLING 'AIR (Ml TRSi II.M 

UlCAUATHIt* leVFieOIIIIM) ITM 

MCR0 EMOLISH |B YBS TO GCSE CONFORMS 

10 NATIONAL CURRICULUM) -_ .....I7M 

v C1Q FRENCH IBEGiN NER TO GCSE 



T7.M 



•IT J 



i ' *i 



I'M 
IBM 
ISM 
IBM 

ATM 

.14 4| 

14 AB 
14*9 
IBM 
IBM 
IBM 

AM 

.14 
'**» 

114, 

.14.41 
il ■• 

15 49 

1149 

IBM 



13.49 



14 4* 

9 V, 



CONFOHU9 tO NATIONAL CURRICULUMl 

NOW FEATURES REAL SPEECH I'M 

MICRO GERMAN 

; BEG'NNER 10 GCSE ANC BUSINESS LEVEL. 
CONFORMS 'O NATIONAL CuRRiCULUMi 

NOW 'EA'URES REAL SPEECH 17 M 

MICRO MATHS 1 1 1 YRS TO GCSE 

COSFOOM^IONATKJNALCUrWCUllRn ...I7M 

MICRO SCIENCE 

YRS TO GCSE CON' OHMS TO 

i TONAL CURRICULUM, ii MB) ITM 

MICRO SPANISH (I Mil 
BEGINNER IO GCSE COr.'ORMSIO 

NATIONAL CURRICULUM 

N0O0< S PLAYTIME 

(EOUCAIIONAL POOGRAM FOR 

CHILDREN AGED 1') (1 MB) 

NOOD" '■, BIG ADVENTURE 

(FOLLOW UP TO NOOOV S PLAYTIME) 
AMIGA UTILITY 

DELUXE PAINT 4 

(AGA FOR AMKJA 1200 WORKfl IN H* 

COLOUR AND NEW 3 01" "AM MODE 
2 DI5K DRIVES RECOMMENDED) 
AMOSiOAMES CREATOR) 

AMOS EASY (1MB FIRST 
STEPS '0 PROGRAMMING) 

AMOS PROFESSIONAL 

.1MB PROFESSIONAL VERSION O' 

IVORLD5 BEST SELLING GAMES 

CREATORi MORE COMMANDS MORE 

'IFllBlUl' AND BEITER USER 

'NTER'ACE 

AUDI PROFESSIONAL COMPILE" 

ICOMF-LES AND SPEEDS UP 

PROGRAMS WRITTEN IN AMOS. 
EASY AMOS OR AMOS PROFESSIONAL 

DELU4E PAINT1IWITH ANIMATION I . 
DELUIE PAIN1 4(1 MBi 

|HAM MODE 4 ANIMAIiON) _ M 48 

HOME ACCOUNTS ■■.„.___-....-..._ TM 

KIND WORDS D WORD PRO:tSSOil 
' SUPERB FULL' FEAIURED PACKAOI 

FOR LOW PRICE. 2 DISK ORTVES 
RECCJllMINOEOl 30. M 

mwi office 

■ t mb word processor spreadsheet, 
database andd"s* utilities) 15 49 
money matters |ikime accounis 1) 1t.m 
pc task il mb) oooo value simple pc 
emulator allowing ibm pc 
applications to be used on your 
Amiga please note that tw is not 
suitable for widows or -gh EnO 
appkcat.ons requires ms 0051 j or 
above supports hard disk drive ism 
pen pal word processor 17 m 

powep1v0rks 

.macplan plus spreadsheet, 
kind words 2 woao processor 

iNFOFILE OATABASEl I NOP) IB M 

PUBLISHER 

IPAGE LAYOUT PACKAGE) 

CAN PRODUCE BLACK AND WHITE 

NEWSLETTERS. FLYERS. ANNUAL 

REPORTS AND MAGAZ'NES 

if QUIRES ONE EXTERNAL DlS" DRIVE 

OR HARD DRIVE |l MBIfflOUl 30M 

iVORDWOR'H V WORD PROCESSOR 
1 1 MB AGA COMPATIBLE 2 OlSK DRIVES 

REC0MMBNOEOI TIM 

AMIGA CD32 GAMES 

ALFRED CHICKEN 

ALIEN BREED SE • OWAK 

ARABIAN NIGH'S (AGA) 

BUF1MNG 1UBBER 

CAPTTVE 2 • LIBERATION • __-__ 

CASTLES 2 

CHAOS ENGINE. 

D'GE NER AIION -.____ 

DE NNII • 

DONK ... . — . __.. 

ELITE 1 • _„ 

f LY HARDER. • 

.■0«S BARNES 

JURASSIC CAM 

K240INAGAI 

LABYRINTH Of HME • 

LION HE ART • 

UT1LDIVIL ____ 

LORD Of THE RINGS > - 

LOTUS TRILOGY iLOTUS 1. 1, ]) _.. 

MKROCOSM — 

MGfi MANSELL S WORLD C1AMP SH0> ■ 
NO SECOND PRIZE ■ 

OVERKILL A LUNIK 

PINBALL FANTASIES - — 

FWATH 0GU «— _— -.. 

PROJECT I SE . FIF CHALLENOE 

lOBOCOD 

"•otn cur — 

SEEK A DESTROY (1 MEO)' ...... 

SENSIBLE SOCCER 

SLEEPWALKER _. . 

tnt ___..._._ 

ULT1WAISBODV BLOWS 

(ICO* BLOWS I I00V SLOWS GALACTIC' i 
U"iDlUM 3 ■ 

ZOOL _____ _____ 

IOOli _..„ — 




COMPEIITION 

PRO EXTRA 
JOYSTICK 

CLEAR BASE 

MICROS WIC 
MED WITH 
AUTOPIRE 

II. 




BOLUST.CK 

HANDHELD 

JOYSTICK 

MICRO- 
SWIICHED 
AUTOFTRE 
10M 



4 



GRAVIS 
JOYSTICK 
FOAM 
PADDED GRIP 

ADJUSTABLE 

HANDLE 
TENSION AND 
PROGRAM- 
MABLE FlRE 
BUTTONS 



QUICK SHOT 

1JTF PYTHON 
JOYSTICK 
AUTOFIRE 

in 



fueeivheel 

steering 

WHEEL 
I DIGTAL | 
JS w 



M> 



SUPfPRO 

ZIP STICK 
MICRO ■ 

SWITCHED 
AUTOFIRE 
I'M 



CHEETAH 
BUG 

jovsncn 

WCN0- 
SWilCHEC 
AU'O'lRE 
I • N 




7.10 



KOM . 

5PfEDK(NC 
ANALOGUE 
JOYSTICK 

ENABLES 
PROPOR. 

TIONAL 
CCWTROL ON 
SUITABLE 
SOFTWARE 
AUTOFIRE 
II 




COM PETITION 

PRO 5000 

JOYSTICK 

MICRO- 
SWIICHED 



LOGIC 1 
iPffriMnuif 
1300 




CD13 n 

IIU*'QN 

JOYPAC 
II 
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COMMODORE AMIGA A1200 





COMPUTER WITH MOUSE. BUILT-IN TV 
MODULATOR. 2MB RAM EXPANDABLE TO 10MB, 
WORKBENCH 3.0. 32 BIT MOTOROLA 68020 
PROCESSOR RUNNING AT 14MHz. NEW AGA 
GRAPHICS CHIPSET. 
1 YEAR IN-HOME SERVICE WARRANTY 

A12O0*DESKt6p DYNAMITE PACK 

WITH WOWPWORT* 2 0 AGA WORD PROCESSOR. 
DELUXE PAJNT IV PRINT MANAGER. 



.319.99 



A1200 2"0 RACE N CHASE PACK 

•ITU MbSEI. MANSE LL & TROLLS 267.99 



A1200 20 LEMMINGS PACK 

»"-.= - ■ s ::-.»E PAINT 3 



.299.99 



COMMODORE AMIGA A600 

COMPUTER WITH MOUSE, 
BUILT-IN TV MODULATOR, 
WORKBENCH 2.0, 
1 MB RAM EXPANDABLE TO 
10MB. 1 YEAR IN-HOME 
SERVICE WARRANTY. 

AMIGA A600 1/0 LEMMINGS PACK 

WITH LEMMINGS, DELUXE PAINT 3. FORMULA ONE 

GRAND PRIX, PUSHOVER AND PUTTY 199.99 

CHOOSE AN EXCELLENT VALUE SOFTWARE PACK 
WHEN YOU BUY YOUR AMIGA A1 200 OR A600 

(OR IF YOUVE JUST RECENTLY BOUGHT ONE) 

CHAOS PACK AGA FOR A1200 

CONTAINS CHAOS ENGINE. NICK FALOO GOLF, 

PIN8ALL FANTASY AND SYNDICATE 19.99 

DESKTOP DYNAMITE SOFTWARE PACK FOR A1200 

CONTAINS WORDWORTH 2.0 AGA WORD PROCESSOR, DELUXE 
PAINT IV. PRINT MANAGER, OSCAR & DENNIS GAMES 39.99 

CHAOS PACK AGA FOR A600 

CONTAINS CHAOS ENGINE, NICK FALDO GOLF. 

PINBALL FANTASY AND SYNDICATE 19.99 



COMMODORE AMIGA CD32 
DANGEROUS STREETS PACK 



_ = w \3S pack as above 

WTTH MTERNAL 2.5" HARD DRIVES 

PLUS NIGEL MAN SELL S TROLLS GAMES: 

COMPUTER - t*U8 INTERNAL 2.5 DRIVE 445.99 

COMPUTER • KMB INTERNAL 2.5 DRIVE 475.99 

COMPUTER • 127MB INTERNAL 2.5 DRIVE 515.99 

COMPUTER • 209MB INTERNAL 2.5 DRIVE 579.99 



fOU MOWN 
VIDEO ADAPTOR * 



>|£4MPT0*i 



>7 

* ■ J 



INCLUDES WING COMMANDER, 
OSCAR, DIGGERS AND DANGEROUS 
STREETS GAMES. CD BASED 
CONSOLE WITH A1200 32-BIT POWER 
256.000 COLOURS FROM 16.7 
MILLION PALETTE. 2 MEG RAM. FAST 
UMhZ 68020 CHIP. PLAYS AUDIO 
CD S VIA ON SCREEN OISPLAY, 
CD+G & VIOEO CD'S WITH ADAPTOR 
AVAILABLE 279.99 



OVERDRIVE HIGH SPEED HARD 
DRIVES FOR AMIGA A1200 



VIDEO CD'S 

ANDREW LLOYD V»f BBER • 
black RAM (Mm 1B) • 

BO" JOVI - KffP tie FAITH- 

BI|VAK»0AM$« 

CARTOOM CAHMVAL (HATED III 1 
FATAL ATTRACT*!*. (*AI[D (Hi I 

GHOST (RATED IS| • 



1 1 Hi 

tS» 

16M 
I7.» 

ISM 



HUNT FOR RIO OCTOBER ,HAt[D '4| • MM 

NAKED GUN JlllRATFD HI' 'S.W 

HAOIR5 OF THE LOST AfMjftATtD »C| IISS 
STAR THE* IV iRATEO PG> • lS»» 

THE CURS' I HI 

THE UNTOUCHABLES (BATED FG» • ISM 

TOP GUN (RATED PQ)« It-W 

,*ii'r,fr, WQRlOlHATEDtai- I'W 




EXTERNAL DRIVE STYLED TO MATCH AMIGA. 
PLUGS INTO PCMCIA SLOT. EXTERNAL PSU. 
wESTEBH DIGITAL DRIVE UNIT. 12MS ACCESS 
TMC AO TOOLS AND 
1 TEAR WARRANTY. 

OVERDRIVE 130MB HIGH SPEED 

HARD DRIVE FOR AI200 

anvi mcmamsus ua> v»n- circa hmsi 

KiGH SPEED HARD DRIVE FOR A1200 
MSM SPEED HARD DRIVE FOR A 1 200 



::-."=- SPEED »A"D D«K'E FOR A1200 



255.99 
279.99 
299 99 
37fl ^ 




SCART TELEVISION /MONITORS 

SONY KVM1400 14" FST COLOUR 
TV/ MONITOR* REMOTE CONTROL. 

SO CHANNEL TUNING. REAR SCART INPUT. HEADPHONE 
SOCKET. TWO POSITION TILT BLACK TRINITRON 
SCREEN LOOP AERIAL. 

FREE SCART L BAD (STATE AWQA. 81. WGADRIVl OR SNES] 



CONNER HARD DRIVES FOR AMIGA 



SONY TV (GREY) .... 
SONY TV (WHITE) .... 
SONY TV + FASTEXT 



194.99 

194.90 

249.99 




.(S (INTERNAL IDE UOOEL CP2O04). HIGH SPeBD 
(A WROX). 32K CACHE A NO 1 YEAR 
UUi NOTE THAT OPENING YOUR AMIGA MAY 



-i-: :~ . e «on ai:oo GG9606 ..129.99 
DRIVE FOR A600 GG9610 .129.99 



COMMODORE 1084S COLOUR 
MONITOR FOR ANY AMIGA 

STEREO SOUND. OFFICIAL UK VERSION 
INCLUDES AMIGA MONITOR LEAD AND 
1 YEAR WARRANTY 195 99 




I > 



... E v; = . UPGRADES 



: . H 






'CLOC* — 
AAB IUA BAH 

, n m 

LW"- CLOCK MM 
I A«H O* AI100 

I BLOT TMCSE 

IAOEO AW CAN T BE 

• AS BMB ........ 1»M 

WORK CENTRES 

•»EM€S CONTBOL CENTRE 
« :a AUiGAS iSTEEL 

WONrTO" STAND WITH E » TR A 

S*-EL« for EITf HNAL 0IS" 

SB .f A'.D ACCESSORIES 
CUSTOM FTT Of SIGN) 

D-St OR VE MONITOR A 
CCiW'jtER NOT 1NCIUDEOI 
centre for amiga i3co ...mm 
: >-*■: . for 
»»ac 1* A — i — — — - 1MB 

CENTRE FO" AM-GA A600 S» W 

DISK DRIVES 

IS- O*. CW'.I FQW At.» AMIGA 
K-'C'a-C^'lwfC-lh'ill HQK 

CA'ACrrr OU«T mci QUALITY SLIM 
. - _i «j-:-(D META. CAiE ANO 

•SAC* BBBBBsHH CABLE *2M 

MUSIC & SOUND EQUIPMENT 

l- : S-l»E0 S«»«ER$ .ISM 

A&A»"0" 

UMAKBM »Jt 

J SOUND SAMPLER 

MLUOCS REAL TIME 

iMQRSS WITH ANY AMIGA 

- MM 

MBCCMOMA«Etf FOR AMKU WITH 

•Mh.~«A^L««AAMO VOLUME CONTROLS J7.W 

CD32 ACCESSORIES 

CO— OOOWB RMU. MOTION vMO-CQ 
•QOULl ROM ASSCA CO-B GIVES CO-U mOH 
L... Z: - Z(0 C*p*Bili" IOO 

VOtfCft MUSC VCCOS AND GAMES THAT FEATURE 

:C iAMEBiA* fi1M*>l ■ SLOTS 

s*c« o* CO-M ~ iw.it 

T~t lIAD ■ AAMQA CO-31 TO SVHB 'V OR V)DEO . ,T « 
' : -"■ - f *: AMIGA CDH TO 

H MR3 O" CBM «0**9 MONITOR 'M 

SCART l£AO ■ AMIGA COH TO TV WITH SCART INPUT 

REQUIRE S TV WTTH MANUAL SWITCHING SCART 

CHAHSE L . ■ir-i BJB 




LEADS 

AHI1-5URGE 4 WAY MULfPLUG E1TEN&OK lEAO FOR 

ANY ELECTRICAL DEVICE (EG COHRUTM CONSOvtMOEOi 
POO'ECTS YOUR VALUABLE EOUlRMEVT AGAINST 
DAMAGING ELECTRICAL SURGES BBJB 

ROB EITENDER CABLE FOR AMIGA 500 OR PLUS 

ALLOWS TV MODULATOR TO BE EX TENDED FROM 
BACK OF MACHINE OR EXTENSION TO ROB MONITOR 

OR EXTERNAL DISK DRIVE 1MB 

SWITCHER LEAD iSTHAiGIT 1HHOUGH CABLE) 
CO«CTS AMIGA ST 00 »C TO SWITCHER BOl I > METRES 

FARALLf L I MALE TO WALE » WAT 0 COM»ECTO"Sl 9 9S 

i. f i AUDM3 LEAO - AMIGA/ST TO STEREO (I 5 METRES 

2 X PHONO PLUGS TO .' I PHONO PLUGS) IM 

MONITOR LEAO AMIGA TO PHILIPS 

CUfle)3MH!OaCBMl&M5M.011TOfl 7.H 

SCART LEAD - AMIGA TO PHILIPS TV WITH SCART INPUT ■ PI 

SCART LEAO AMIGA TO ION* TV WITH SCART INPUT 1 W 

SCART LEAO AMIGA TO TOSHIPAXITATC* TV 

MM SCART BB*UT —„ — - — *** 

SCART LEAD AWiGA TO TV WITH SCART NPuT _ IN 

FOP A FULL RANGE OF LEADS 
PLEASE CALL 0279 600204 

HAND SCANNER 

Z'DEC HAND' SCANNER FOR ANY AMIGA 

100-400 OPl HIGH QUALITY RESOLUTION. 64 

SIMULATED GRE 'SCALES. INCLUDES HIGHLY 

ACClAiMED DAATASCAN PROFESSIONAL 

SOFTWAR1 PACKAGC — ■.—.w., ■■ - ■■ -n-i ,W\BI 

MISCELLANEOUS 

CITIZEN PRr*-TER DRIVER *IT FOR AMIGA 5UIT5 ALL 

WORKBENCH VERSIONS FROM I J TO U ENHANCES 
PRINT QUALITY FROM CITl«N SWIFT PfllMTERS 

GIVES OUTSTANDING RESULTS 1MB 

DUSTCOv(RFORAlJOOtClEARPVC) 4 09 

OUST COVER 'OR A600 BJB 

OUST COVER FOR AMIGA AMOiCLEAR PVC| 4 00 

OUST COVER FOR MONITOP (CLEAR PVC> S » 

7YDFC AMIGA POWER SUPPLY 

.SPECIAL COOl "UNNING THANSFORMfl 11 M 

ROOOSHIFT INTERFACE FOR AMIGA (PLUGS MOUSE A 
jOTBnCR INTO ONt PORT) MM 

DISK BOXES 

OlSKBOXJS (IJOHOCHABIE DIVIDERS 0 09 

DISK BOX IB PLASTIC FLIP TOP (10 CAPACITY) 2 40 

MEDIA LIFE FILE DRAWER 1 100 CAPACITY! 

STAC KABLE DES*M „ lift 

BLANK DISKS 

PACX O' 'U SONY DOUBLE DENSITY If DISKS . CASE 

WITH LABI 1 1 A FX E B J*'lC HP 'OP OIIK BOX IM 

PACK OF 10 TDK MF-JDO 3i DfixSlDSOD BRANDCOl 7.ft 



PRINTERS 

CITIZEN SWIFT 90C COLOUR PRINTER 

9 PIN. 60 COLUMN 340CPS<VINLO. BNLO FONTS. 3 
YEAR WARRANTY. FREE PRINTER LEAD A 9 PIN 
PRINTER WTTH COLOUR FACILITY AND FULL PAPER 
HANDLING FUNCTIONS 159.99 

CITIZEN SWIFT 200C PRINTER . COLOUR KIT 
34 PIN. SO COLUMN. 216CPSJ72LQ 6 LCVI DRAFT 
FONT. AUTO SET FACILITY. INPUT DATA BUFFER. 
AUTO PAPER LOADING. ENVELOPE PRINTING. 2 
YEAR 'V ARRAN' YFREE PRINTER LEAO 199 99 

EPSON LQ100 PRINTER 
2* PIN. 60 COLUMN 250 CPS/T2 LO. 6 FONTS <Z 
SCALEABLEl OUIET 5DDB NOISE LEVEL. EASY TO 
USE CONTROL PANEL. FREE PRINTER LEAO 1 
YEAR WARRANTY EXCEPTIONAL QUALITY LOW 
COST 24 PIN PRINTER 1M.99 

PANASONIC KXP2123 COLOUR PRINTER 
J4 PIN, BO COLUMN. 1*2 CPS*4LQ. 7 FONTS (I 
SCAIEABLE). EXTREMELY QUIET 43 5 DBA NOISE 
LEVEL. FREE PRINTER LEAD. 1 YEAR WARRANTY. 
ONE OF THE QUIETEST DOT MATRIX PRINTERS ON 
THE MARKET 214.99 




DSDD 3.5" DISKS 
WITH LABELS 





PACK OF 50 

22.99 
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Special (l&i&ioe wdeii can /uute aiiUui.. can 1/074? 

READ NRG Regular Club Magazine 
' CHOOSE from our Huge Selection 
BUY at Best Possible Prices 
SAVE with our Special Deals 
SAVE more with our XS Coupons 
WIN up to £10,000 worth of prixes FREE 
JOIN now from just £4.00 

We only supply members but you con order as you join 

There's no obligation to buy and you can be any age. 
Just send in the lorm below or phone Sales on 0279 600204 

As a member of Soecial Reserve you II lecelve tegular issues of 
NRG magazine. NRG is our 46 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains. 

The Deal selection ol games, penphe'ais and hardware 10' all 
popular formats We are official Sega. Nolendo and Sony stocKHls 
2 Reviews m colour and latest information on new products 
3. Ctians and Release Schedule, to help you choose and plan 
4 The best prices. Just one purchase wil save you yum roming tee 
5. Hundreds ot Special Otters Top games al pnees you won 1 betave 
B XS Super Savers Money-ott coupons worth over E1 80 a yoar 
7 BIG C10.000 TARGET PRIZE COMPETITIONS In every issue 
o' NRG. exclusive lo members, tree lo enter! 

That I why over 200.000 people have joined Special 
Reserve, the biggest games dub in the World) 

0279 600204 

OPEN 10am til 8pm Seven Days a Weekl 

OlMrConliimaltc-'Aoceipt M"i lo< every aider 

You can also Fax your order to us on: 0279 726842 

W« P"<W outWiM "i' eTwi UM( Mivn* (!■ ul'.'-ri _ _ 

i-taiKon'i mi»« eafM urn i*i n'.wico Rvaiaow "mm prion* mm on 0379 NCJW >a 
,-r»c» ev*U3li) K-'i>« O'Dbtb In tr* ■venl o> <Mla( we e»j« •V^n tcmi it anvir-v 
anni iq oncalu'i Wfl !«• oarTllD c-ia"oe ot*« mmoui e"c 'w«V«5&- E I OE 



SAWBRIDGEWORTH SHOP 
2 South Bloch. The Mattings 
Sawbridge worth, Herts 



CHELMSFORD SHOP 
A3 Broomtield Road. 
Chclmslord. Esse* 



Bpir SEVEN DA»S A WEEK 



CLUB SHOPS OPEN lOan 
■BMMI QBJi hib- UMuin LU 7 SorfTi B 
All Diicet ifiiluoo VAT ana tii'imoe lo UK mainland See Due c* oroer 'otn lai 
overMu luretargm We toiD&Y Ttetttcv only lo UK inaniand eddfestes 

MEMBIISHir flES • MONTHS OH1 «A» TWO YtAlft 

TRIAL ANNUAL WITH FIU 

MEMBERSHIP MEMBtlSHIP MAS D BINDER 

UK MEMBERS 4.00 7.00 14.00 

0VIISIA5 K MINBltS 600 9.00 W00 

0VltS(A5 "fOtlD MIMWtS 700 1100 MOO 

f ~ "weTtTl" SL~pT'~ r" MB E R 8 9uT *OU CAN ORDER AS VOU JOIN 
1 THERE ARE NO SURCHARGES ON TELEPHONED ORDERS IUK| 

j ("LEASE PRINT IN BLOCK CAPITALS) VINE 

{Name 

I 

I AOdraejt;.^ - 

I 
I 
I 
i 
| 
i 
i 
i 
i 
i 
i 
i 
I 
i 



Postcode 



PTigne 



Maclvne 



Enter membership number (it applicablo) or 
NEW MEMBERSHIP FEfc (ANNUAL UK 7.00) 

item 



i<iom . 

i 

j flam . 

[item 

l ALL PRICES INCLUDE UK POSTAGE & VAT 



J Chequ&P O < Ac«sv^sierc«rd/S*<lclvVisa (MM 'wue No ) 



„. — « uo*. sHoel UK modocn Omcw u>c«WI If an MBM Wnoi We tell M— I V< pec-*ie'«li el 1 en—Mnponc— W " i ■0" j >W» SyW" 0«n<a Qm 
*e»^MO^a-oe.u"inwe*<. ^-^^ ^ CD „ ou ,. 1|1 l twi , u „ prices COROECT AT TIME O' OO^-O' 



Sup*' NES. GanctXrt 



I 
I 
I 
I 

I Card 

I e*piry date Signature 

. CheQues payable to SPECIAL RESERVE 

I P.O. BOX 847, HARLOW, CM21 9PH 

| Overseas Orders Surcharge (EC or World): Software order* 
i pleee* add C2 00 p«r IIkih Non-eottware llema please add 
I 25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 



NEWS 



TEAAA 1 7 CD 
SENSATION! 

After a relatively quiet winter, those Wakefield wonders Team 17 
are back with a bang, launching a new version of Body Blows, two 
compact disk compilations and an eight-disk collection for those of 
us who have yet to move up to the 32-bit CD player. 

Going by the rather grand name of Ultimate Body Blows, the CD32 ver- 
sion of the Team's hit beat-'em-up features new backgrounds, improved 
gameplay, digitised speech and an all-new 16-track digital soundtrack which 
takes full advantage of the CD player's sonic capabilities. 

In all, 'Ultimate' sports a total of 23 characters and 12 AGA backdrops 
(nine of which are exclusive to this version). In addition to this, the game- 
play has also been tweaked by the new 'tag team' mode, which allows play- 
ers to select their own combinations of characters for team battles (and up 
to eight players can take part through the tournament mode). 

Priced at £29.99, Ultimate Body Blows is available this month — as are 
two CD32 double packs: Project-X/F17 Challenge and Alien Breed Special 
Edition/Qwak. Both compilations are priced at £24.99 and feature roughly 
the same gameplay as the original disk-based versions (although they have 
been adapted, where possible, to take advantage of the CD32's gamepad 
button set-up). 

Finally, for those of us who have yet 
to discard the joys of disk swapping 
for the relative ease of CD, comes The 
Team 17 Collection: Volume One. 
Comprising the original Body Blows, 
Superfrog and Overdrive, the compi- 
lation is available now, priced at 
£29.99. 
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BULLFROG 

LEAPS FOR E.A. 

The long-standing relationship between Bullfrog and Elec- 
tronic Arts — which is among the longest-running develop- 
er/publisher deals in the computer games business — has 
been extended with both parties signing a new long-term agree- 
ment. 

Bullfrog began working with Electronic Arts way back in 1987 
with the release of its first ever Amiga game, the shoot-'em-up 
Fusion. Since then the partnership has gone on to produce such 
notables as Populous, Flood, Powermonger and Syndicate. This 
run of critical successes is expected to continue with the release 
of the next Bullfrog game, Theme Park, which is due to appear 
later this year. 



HEAR THE THUNDER! 

Sun, skimpy swimsuits and a super speedboat — does this sound like 
the perfect formula for a hit TV show? You bet it does, and that's 
exactly what Mindscape is hoping Thunder In Paradise will turn out 
to be, as the US publisher has signed up the rights to produce games based 
on the latest offering from the people who brought us Baywatch. 

The show, which begins a 22 week run on prime-lime US television this 
month, has been described as a cross between Baywatch and The A-Team 
and stars WWF refugee Hulk Hogan. 

No dates have been set as yet for either the first UK screening or the 
Amiga game. 



BOOST FOR 

DIGITAL VIDEO 



Commodore's attempts to push 
the CD32 as more than just a 
games machine have received 
a significant boost with the 
announcement by multimedia soft- 
ware firm Omnimedia of the first 
range of music video titles for the 
newly-agreed Video CD format. 

Although no firm release dates 
have been set as yet. it is expected 
that Video CDs from the likes of 
Queen. Iron Maiden. David Bowie, 
Tina Turner and The Eurythmics will 
be awfabfte before the summer. 
WMh the FMV format now sup- 
by such major music publish- 
as Virgin, Island. BMG (who use 
RCA lab*) and EMI. Video CD is 
i the way forward for future 
releases Video CD allows 
to fu> CD audio functions 
(instant tract access, rewind, random 
piay. e«c> as we* as full-motion VHS 
footage, 
format gives the con- 
mmt aft of the visual impact of a 
VMS km video and all of the bene- 
ttts of a standard CD player," says 
s production director 
UctasfcA 




Perhaps the most significant 
development in the evolution of the 
Video CD format to emerge this 
month, however, is that all of the 
titles mentioned above will run on 
both the CD32 (with the FMV cart 
installed) and Philips' CD-i players, 
where it had previously been 
thought that the two were com- 
pletely incompatible. 

With Video CD now up and run- 
ning on both formats, it's likely that 
many more music and video pub- 
lishers will look to the new format 
for future releases. 



ARE GAMES GOOD 
FOR YOUR HEART? 

Computer and video games have taken more 
than their share of unfair criticism over the past year or two 
having been blamed for epileptic fits, an ^ 



oeapwter and video games have taken more 
than the i r share of unfair criticism over the past year or two, 
hawing been blamed for epileptic fits, an 
s* in viol e nce among the young and the feh^ 
al ifcnini thing of social skills. ^^^r 

however, the media has even M ▼ ^ 

h> blaming games for the rise in J W 
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ru l un in g a study by the combined ■ ^ ■ 
htm of the British Heart Foundation and VJ Jl W 

theConjMWHis' Association, it was decid- ^ W 
eel that the modem youth wasn't as active ^^^^ ^^^W 
as his or her forefathers. ^"fte^^^p^^ 

"Watching television and playing computer 
games are taking over from more active pursuits such as cycling, 
baching a ball about or playing in the park," says David Dickinson, 
eefitor of Which? Way to Health. 

"A Lack of exercise affects the development of the heart," he con- 
tinues, "and some British doctors predict that children who aren't 
active could end up with heart problems even worse than those of 
their parents." 

Of course, the report doesn't only blame games for the nation's 
supposed lack of health: other factors such as bad diet were also 
taken into consideration. However, as it's fashionable to have a go 
at video games, this was what was picked up by the media. 

The funniest part of this whole story, however, is that the British 
Heart Foundation and the Consumers' Association have attempted 
to put things right by producing something called You Can Prevent 
Heart Disease — the only trouble is that it's only available on video! 
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Serie- 
inclu 

football. 

^^^^^^^^^^^^^^^^^^^^^ systems and 2 points for a win . 

All major competitions including the Italian 
r ^nrrKrr r zm I Cup, European Cup, Cup Winners Cup, 

»«f u _ri »i '"'" ■»» UEFA Cup, and Anglo-Italian Cup arc fully 

- ^ ^ f B^^T^BB!! • implemented. 

1 " *jljS """ ^"56" details on all players in Serie Aand 

r •-■^l-^jBWJ«^^= J ^mW' M Serie B including lull career histories and 

nrs» iwi^ M/oni irm accurate ratings for passing and tackling, 

— Additional information is provided by Italian 
researcher Ciancarlo Rinaldi, and World 

Soccer Magazine. 

Details on players in Serie-C. Pool of the world's best foreign players. 

Realistic transfer system which conforms to the Italian method. 

All aspects ol the game adjusted to suit Italian football for example the use of five possible 

substitutes in matches. 

Includes all the features ol our best selling Championship Manager 93 published by 
Domark Software Ltd. 

Came runs over 40% taster than the original Champ Man '95. 

Comes fully packaged, including comprehensive manual, which includes a unique guide to 
Italian lower division players. 
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Make cheques or postal orders payable to: 

INTELEK P0 BOX 17J8, BOURNEMOUTH BH4 8YN 

Price includes post and packaging £17.00. Please allow 28 days lor delivery. 
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NEWS 



HERE COMES 



COMMODORE 

LAUNCHES U.S. ASSAULT! 



The Amiga CD32 was first 
unveiled to the US at January's 
Consumer Electronics Show in 
Las Vegas, where its games-playing 
qualities were supported by testi- 
monies from the likes of Ocean, 
Gremlin and Millennium. 

Commodore also used the occa- 
sion of the show to lay down the 
gauntlet to other hardware manu- 
facturers, with vice president of engi- 
neering Lew Eggebrecht saying: "We 
challenge anyone — Sega, Nintendo, 
Atari and so on — to show us a bet- 
ter games player. And we also chal- 
lenge the likes of 3DO and Philips to 



show us a better multimedia player 
at a better price." 

Eggebrecht went on to point out 
that most of the "all-time top 100 
video games" are already on the 
Amiga, and promised that a total of 
100 titles would be available in the 
US in time for this month's launch, 

The CD32 will be available to the 
general public from this month 
(March), priced at S399, with the 
FMV add-on also available for an 
extra $250. The basic machine will 
come with two games: Ocean's 
Sleepwalker and Pinball Fantasies 
from 21st Century. 



The Amiga's growing importance 
in the US is also demonstrated by 
the appearance of the first ever 
Amiga games magazine on that side 
of the Atlantic. Based in sunny Cali- 
fornia, Amiga Game Zone (for so it 
is called) is an alT-new monthly pub- 
lication "focussing exclusively on 
Amiga games". 

But don't hurry to take out a sub- 
scription just yet, because from next 
month onwards, AGZ's editor — one 
Geoff Miller — will be contributing 
a monthly column dedicated to 
what's happening Stateside to these 
very pages. 



CODIES GO 2! 

Not content to sit back on the many laurels which Micro 
Machines so deservedly picked up, the Codemasters devel- 
opment team have already turned their hands to producing 
the sequel — you guessed it. Micro Machines 2. 

The list of proposed improvements and additions which the team 
are trying to cram in is already more than 14 pages long — but the 
one change which is currently looking likely is that the sequel will 
support up to four players competing simultaneously. 

It's unlikely that Micro Machines 2 will see the light of day before 
the end of '94. However, Codies' fans will be able to keep themselves 
occupied before this by flipping the silver ball in Psycho Pinball — 
the team's addition to the growing ranks of pinball simulations. 

Offering one- or two-player action across a range of six tables 
(Future Fair, Wild West, Moon Shot, Under Sea, Safari and Ghost 
Town), Psycho Pinball will feature a number of twists, including sub- 
games and up to 20 secret features per table — not to mention the 
appearance of Psycho, the game's silver-plated armadillo hero who 
takes the place of the usual ball. 

Finally, the Codies are also dipping their toes into the CD pool 
for the first time in the very near future with the release of four sep- 
arate titles. The first three will be stand-alone budget games (each 
sporting enhanced digital sound), while the fourth will contain five 
of Codemasters' best-selling Amiga disk games, all crammed onto 
a single disk. No exact price or release details are confirmed, but 
May is looking like the most likely date. 




STARDUST! 

Buoyed up by the success of 
their multi-hued Asteroids 
(ahem!) tribute Stardust, 
Helsinki's favourite sons Blood- 
house are currently working on 
bringing the same winning for- 
mula to the A1 200, in the shape of 
Super Stardust. 

Rather than just the usual 
'enhanced graphics and sound' 
offered by A1 200 upgrades. Super 
Stardust will go the whole way by 
offering hard disk installability, 
entirely new 256-colour graphics, 
oodles of ray-tracing, stereo sound 
and spectacular parallax. 

Super Stardust will be available 
in May (for both A1 200 and CD32) 
through Daze Marketing. Pricing 
details will be announced closer to 
the date. 




PLAY WITH 

YOUR TELLY? 

The age of truly interactive 
television has drawn one 
step nearer, as TV games 
specialist Hewland Interna- 
tional (the company behind 
Channel 4's Gamesmaster) has 
joined forces with cable spe- 
cialist Videotron to bring audi- 
ence participation to the daily 
SKY Television show Games 
World. 

The new system, which has 
been running experimentally 
for a number of weeks in the 
London region, allows viewers 
with special handsets to pre- 
dict the outcome of games 
and to answer questions - 
those who answer a set num- 
ber correctly gain access to a 
secret code which entitles 
them to enter a prize draw. 

Although this current series 
of shows is only due to run 
until the end of this month, it 
Is hoped that It will have 
proved successful enough to 
extend the service to future 
shows and other parts of the 
country. 




BATTLECHESS 

HITS CD32! 

Hip-swinging queens and 
petrified pawns are soon 
to be common sights on 
TV sets and monitors attached to 
CD32 players, as Interplay is 
bringing its classic animated 
Chess game Battlechess to the 
CD gamesplayer next month. 

It's yet to be revealed whether 
there will be any enhancements 
made over the original code to 
take advantage of the player's 
32-bit technology or digital 
music capacity, but it is known 
that the game will be priced at 
£29.99. 

Other news coming from 
Interplay's Oxfordshire offices 
this week is that a sequel to one 
of the all-time great role-players 
is to be brought to the Amiga for 
an early summer release. 

Dungeon Master II, the inge- 
niously named follow-up to FTL's 
Dungeon Master (which, inci- 
dentally, took a good four years 
to make it to the Amiga, having 
debuted on the Atari ST in 1987). 
promises more underground 
swordplay and sorcery in the 3D 
cavern style which has remained 
so popular with RPG fans 





GET THE MAX! 



Not content with causing all 
sorts of mayhem for 
everyone who comes in 
contact with them through their 
computer monitor, those love- 
able green-haired Lemmings 
(who. incidentally, celebrate 
their third birthday this month) 
are now taking the world of 
print by storm by starring in a 
new comic. Max Overload. 

Published by Dark Horse Inter- 



national, the company whose pre- 
vious hits have included the Star 
Wars comics. Predator Versus 
RoboCop and Give Me Liberty, 
Max Overload will feature the car- 
toon exploits of a number of gam- 
ing favourites, including Chuck 
Rock and, of course, the Lem- 
mings. 

Max Overload — 64 pages of 
full-colour gaming mayhem — is 
available now, priced at £1.95. 



HERE COAAES HOLLYWOOD! 

The days when the line between ^hh^^^^h 

games and films disappears moved ^^V\| 

ever closer this month, when one of | WwK^ kl^AV I 1 

Hollywood's largest studios announced ■/ 

chat it was setting up a brand new 'inter- [— T -~ « . rs, ~ ,.T71 

*~ JURASSIC Pllt 

A part of the giant MCA group, Uni- 1^ 

versa) Interactive Studios has been set _ 

up to become a developer and publish- 
er of entertainment software — with the self-explanatory Jurassic 
Park Interactive scheduled to be its first release. 

The new firm, which will be run from the movie studio complex 
cm Universal City, California, will also be looking for suitable games 
from other developers to publish for the new multi-media machines. 

In addition to this, there is also the possibility that it will become 
ww olved in some of MCA's theme park projects. 



RATE IT? 

The games industry's long awaited process of software classification 
will come into action from May 1st. when every disk and CD game 
released will carry a sticker simitar to the one shown here — com- 
plete, unfortunately, with the hopelessly unhip 'monitor in trainers' logo. 

The new system is designed to guide potential purchasers — mostly 
parents — to the package's contents and suitability for certain age groups: 
under 10s. 1 1 to 14 year olds, 15 to 17 year olds and over 18s. 
The scheme is entire- [_ 



h/ voluntary, but all 
games produced by 
firms who are members 
of the European Leisure 
Software Publisher's 
Association (ELSPA) are 
expected to carry the 
sticker. 
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SENSIBLE... 

GOLF? 

What do Sensible Soccer 
players do in their time 
off? They hang around at 
Sensible Nightclubs with Sensible 
Page 3 girls and play Sensible Golf 
during the days of course. 

And soon you'll be able to join 
them — on the Sensible Fairways 
at least — as the Sensible crew are 
currently toiling away at bring 
their own peculiar slant to that 
perennial favourite, golf. 

Sensible Golf will make use of a 
similar top down view to that 
used in Sensisoccer, and will fea- 
ture similar diminutive characters. 

The game will also feature 
"...the most fantastic, inspirational 
and intuitive control system 
known to man — which is exactly 
the same as the one used in every 
golf game since Leaderboard." At 
least that's what Sensible Soft- 
ware's Jon Hare expects. 

In all, Sensi Golf will contain a 
total of 72 holes ("Inspired by 
some of the toughest holes from 
the world's major courses."), a 
milling crowd and, possibly, cad- 
dies. Perhaps most innovative of 
all, though, is the fact that the 
game's unique viewpoint will 
allow it to feature up to four play- 
ers on screen at once. 

Sensible Golf will be available 
"before the end of the year" 
through Virgin 



COAAPO TIME! 

Titus are in a bit of trouble. You see, they've had endless brain- 
itorming sessions and yet they still can't come up with a good 
name for their rather tasty-looking new platform game. At the 
moment they're calling it the Rabbit Game, which is hardly catchy by 
anybody's standards. 

So, in a fit of desperation (and, by God. they must be desperate) 
they've decided to turn to The One's readers for help. What you've 
got to do is first go and read Matt's oh-so-informative preview on page 
51. Not done that yet? Then go and do it. I'll wait for you here. 

Okay? All you've got to do now is think up an amusingly apt name 
for the game and send it to us at the usual address. We'll pass your 
suggestions on to Titus and they'll choose the best as the title for the 
game. Try to be a bit clever, though, as if all the ideas are crap they'll 
have to come up with some of their own. 

Your reward for doing all this? Well, not only will you be able to 
point out the game to your mates and say "See that? That was my idea" 
and get a credit in the game itself, you'll also receive every Titus game 
ever released, including Lamborghini and the forthcoming Blues Broth- 
ers Jukebox Adventure and Prehistorik 2 — that's 18 games in all! So 
get your thinking caps on and get scribbling. Titus are waiting... 



DOM-TASTIC! 

Iphe new-look One FM may not exactly be win- 
ning over the nation's radio listeners, but they 
have had one positive effect in that they have 
re-introduced Dominik Diamond to the nationwide 
audience he so richly deserves. 

Since his departure from Gamesmaster last year, 
Diamond has continued to provide games news 
and reviews through the Steve Wright show, which 
he presents in his own piece every morning at 
8.00am. > 

"It's a bit of a hassle getting up every morning," says 
the ebullient presenter, "but it's worth it because it means 
that I can reach out and touch more than 10,000,000 listeners every day." 

In the meantime, another TV face — Bad Influence's Violet Berlin — 
has also picked up a new job this month, by joining the contributing team 
for Digitiser — the games section of Channel" 4's teletext service. Berlin 
will contribute a weekend column which will go out to the service's 
1 ,000,000 plus readers. 

For her part, Berlin adds: "Despite my hectic schedule as TV presen- 
ter, I always find time to catch up with what's happening on Digitiser. 
And now I'm flattered to be asked to contribute to such an august organ." 




...Is your games playing a little 
bit disorganised? Could you do 
with a special personal organis- 
er (designed in fetching yellow 
plastic) to put it all in order? 
No? Pity really, because that's 
exactly what's on offer in the 
shape of Games Fax, a new 
product from Lagan, the people 
who have previously brought 
the world the indispensable 
Motor Fax and Video Fax. Games 
Fax is available now. priced at 
£6.95... 

...Psygnosis' Microcosm, the CD 
extravaganza which has been in 
development for so long that it 
has become almost as long- 
awaited as the Beatles reunion 
album, has finally made It into 
production. The game is now 
available for CD32. priced at 
£44.99... 

...Remember Fame? Well, It may 
not involve people dancing in 
the streets, but Middlesex 
University may soon become the 
games world's equivalent of the 
New York School for the 
Performing Arts, as that institu- 
tion is to become the first in 
Europe to offer a degree course 
in 'The Design and Production of 
Interactive Games'. The course, 
which is the work of Domark's 
development manager Russell 
Ferner. opens its doors for the 
first time this September... 

...Hardware specialist Amitek 
has extended Its range of 
'Friendly Technology' Amiga 
peripherals with the addition of 
a new external disk drive. The 
drive, a 1Mb model complete 
with hardware virus protection 
and 'daisy chain' capabilities, is 
available now. priced at £59.00 ( 
which includes V.A.T. and a two- 
year warranty... 




(1) Cannon Fodder 

(2) Frontier: Elite 2 

(3) The Settlers 

(4) Premier Manager 2 

(5) Skidmarks 



Virgin 
Gametek 
Blue Byte 
Gremlin 



: (6) Mortal Kombat Virgin 

! (7) Sensible Soccer 92/93 Renegade 

a 

: {8) Champ. Manager '93 Domark 

e 

; (9) Jurassic Park Ocean 



Acid Software ' (10)Champ. Manager Italia Domark 



Provided by Virgin Games Centre. 




This fetching little accessory is an 
Archos Overdrive hard drive, a num- 
ber ot which are currently available 
from Special Reserve, the Essex- 
bated 'gamM club' Priced at 
£299.99 for the 250Mb model and 
£379.99 for those who require an 
extra 90Mb on top, the Overdrives 
feature an average data transfer 
rate of 1 SMIi per second and access 
time of 12 milliseconds. 
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Calling all scribblers! Here's your chance to 
get your name etched into the pages of his- 
tory by having a letter published in The 
One! It's easy! All you have to do is write a 
series of sentences on a piece of paper and 
then send them to us! As long as they 
make sense or make us laugh then they 
could be used! So put that pen to paper, 
and send your efforts to: Letters, THE ONE, 
Priory Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3AU. Or Fax them to us on: 071 
972 6710. 



BIG MISTAKE! 

Dear The One, 

While reading your review of Cosmic 
Spacehead in the January issue, I 
noticed that in order to run it you 
needed 512Mb of memory — isn't 
that a bit much for such a crap 
game? 

Terry Kernan, 
Armagh. 

Oh cheers. You work your guts out 
trying to create the finest Amiga 
magazine on God's good earth and 
then some clever dick picks you up 
on a minor typing error. Look, it 
should've been 512K, okay, 512- 
bloody-K. 

FEMME FATALE 

Dear The One, 

I started to read Daniel Lovell's let- 
ter in The One's January issue when 
suddenly I felt compelled to check 
the date on the cover. Had I unwit- 
tingly bought an ancient copy from 
a thousand years ago? Nope, no 
signs of the mag having gone 
through a timewarp, and it wasn't 
written on parchment either. 

It then dawned on me. What I 
was reading was a letter from one 
of those rare (but not rare enough) 
Sexist Pigs. If I may, I would like to 
take the liberty of enlightening the 
world, or at least the readers of The 
One, as to the underlying reasons 
for the man's misogyny. 

If you hadn't already guessed, 
yes, it is a way of disguising his own 
inferiorities. Danny, admit it — 
you're 7st4lbs at the very maximum. 
You begrudge women with muscles, 
purely due to the fact that you are 
unable to form any yourself for 
fear of your muscles splitting 
open your arms should they 



expand to any size larger than a 
baby pea. 

In fact, you are so puny that you 
have dents in your arms and legs 
where most men would have 
bulges. Contrary to your belief, 
Danny, you couldn't pull a Christ- 
mas Cracker, never mind a woman. 
(Female readers breathe a sigh of 
relief.) 

How do I know this? I did a post- 
round in your area (yes, I do have 
sufficient strength to lift a letterbox 
lid) and have had the unpleasant 
experience of seeing you. 

Forget about having a computer 
game based on women drivers — 
my car sports a whacking great dent 
thanks to a MAN who failed to avoid 
my STATIONARY vehicle. How about 
a game based on Daniel? What do 
you mean there already is one? Ah, 
of course... Prehistorik! 

Louise Simpson, 
Southampton. 

We had a LOT of letters referring to 
Daniel's little rant about women, of 
which Louise's was the most enter- 
taining. Get the message, Daniel - 
this is the 1990s, not the 1890s. 

TYPE 'EEEK!' 
JAGUAR 

Dear The One, 

I recently saw something in another 
mag that stopped my roving eye in 
its tracks. The reason for this breath- 
taking moment was a preview of a 
game for Atari's A1200-rival, the 
Jaguar. The game was Predator Vs 
Alien and was set in a moody, com- 
pletely 3D environment not too dis- 
similar to that of Legends Of Valour, 
but more akin to those of the PC 
game Ultima Underworld for quali- 
ty of graphics, which were amaz- 
ingly good. 



The previewer went on to drool over 
how the graphics were produced in 
real-time (i.e. calculated as they're 
being displayed so preserving mem- 
ory), which takes some impressively 
fast processing. Now I don't know 
the specs of the Jaguar but the big 
question is... can the A1 200 do that 
and well enough to compete with 
Atari? 

For well over a decade. Com- 
modore has remained leagues in 
front of Atari. But could it be that 
in an effort to keep the A1200's 
price low Commodore has produced 
an underdog of a machine? Could 
you also quash rumours that in an 
effort to keep up with the competi- 
tion Commodore will be releasing a 
68030-based machine (possibly 
called the A1400) towards the end 
of the year? 

James Burr, 
Dorset 

The Jaguar is a console, not a com- 
puter, so a more valid comparison 
would be with the CD32 rather than 
the A1200. And though we'd like to 
tell you how the Atari console fares 
against Commodore's, we can't 
because we've yet to have any 
hands-on experience of the 
machine. The Jaguar has so far only 
been released in the States, where 
it's had a very warm reception, but 
it's unlikely to start appearing here 
in Europe in any sort of volume until 
Summer at the earliest 

Commodore is known to have 
new Amigas in development — in 
such a fast-moving industry like this, 
you'd be stupid not to be looking to 
the future — but I think it's unlike- 
ly you'll see any of them released 
this year. 

LISTEN HEAR! 

Dear The One, 

I am writing to complain about the 
atttitude of computer game manu- 
facturers towards the CD32. I think 
the programmers are looking at this 
as though it's just another Amiga. 
Most CD32 games are normal Amiga 
games put onto CD. 

Nothing wrong with that, of 
course, but what's the point of buy- 
ing a 32-bit CD console when you 
only have old Amiga games to play 
on it? Two Amiga CD32 games show 
what can be done on this powerful 
machine, namely Microcosm and 
Liberation: Captive 2. A lot of time 
and effort has gone into these 
games and it shows. These are the 
type of games CD32 owners should 
expect. 

I have compared the specifica- 
tions of CD32 and 3DO, and both 
boast similar abilities, yet 3DO 
games look like they are being 
played on a much superior system. 



If programmers put in as much 
effort as, say Mindscape has done 
with Liberation, then the CD32 
should become a strong contender 
in the CD market. 

If not, I fear CD32 will go down 
like the CDTV did. I hope the latter 
doesn't happen as I am raving for a 
CD add-on for my A1200, as many 
others are. My point is, games pub- 
lishers should take the CD32 as the 
hyper console it is, and not just as 
another Amiga. Thank you for lis- 
tening to my complaint. 

Phillip Edwards, 
Merseyside 



WE LUV FRONTIER! 

Dear The One, 

We were just flipping through the 
January issue of The One when we 
caught sight of an 'interesting' little 
letter from one Simon Smith. Appar- 
ently, Frontier is "little more than 
trash", "a complete waste of time", 
saddled with a "crap control sys- 
tem" and, worst of all, responsible 
for people turning to piracy! 

Simon is wrong. Frontier is a very, 
very good game. The control system 
is in fact very simple. Unfortunate- 
ly it seems Simon is too. It is a sad 
comment on today's gaming society 
that when a game hits the shelves 
that requires a bit of concentration 
some people can't take it, obvious- 
ly preferring games specifically 
designed for two-minuted attention 
spans. I suggest you buy a Mega 
Drive, Simon — it's obviously more 
your kind of thing. 

If David Upchurch gave the game 
too high a mark, it was only by one 
or two percent. David Braben has 
created an in-depth, remarkable 
game, and if you can't handle it 
Simon then you shouldn't have 
bought an Amiga in the first place. 
It mixes payability with a brainwork 
- Simon obviously thinks the latter 
has no place in a computer game. 

Matt, Will and Joe, 
Taunton. 

Thanks for the support, guys, but - 
hey! - let's not allow this 'Is Frontier 
crap?' debate to become too per- 
sonal. After all, everybody's entitled 
to their own opinion. I mean, I'm 
the first to accept that not every- 
one's going to pop their corks over 
arguably the greatest game ever 
written — but that's because 
they're probably a stupid moron. 
(Just joking, Simon...) 

DAVE'S GREASY 
POLE 

Dear The One, 

I used to be an ACE reader, and over 
the years I have admiringly watched 



Q&A B 



LETTERS 



Once again it's time for The 
One's resident guru Dave 'The 
Brain' Upchurch to answer your 
fascinating queries about the 
Amiga games scene. 



De, 



ear The One, 
Could you answer a few ques- 
tions for me? 

(1) Would I be able to connect 
my A500 to the CD32 and use il 
as an external 3.5" drive? 

(2) Is the CD32 compatible with 
any other CD machine? 

(3) Is Jenny Abrook planning to 
star in any Brut 33 adverts on 
telly? (I think she's a super 
babe). 

P J Browne 

Dyfed, Wales. 



the 



{)) Theoretically you could. I sup- 
pose, but I don't think it'd be 
very straight- forward. To all 
intents and purposes, then, the 
answer is no. 

(2) As a games machine, no - you 
can't, for example, run CD-I. 
Mega CD or 3DO games on the 
CD32. However, a CD32 fitted 
with an FMV module can play 
any video CD that conforms to 
e MPEG 1 standard, which 



'Young Upchurch' gradually nob- 
bling his rivals. This man must have 
a PhD in Office Politics, specialising 
in the knife in the back, the ground 
glass in the coffee and the so-called 
'accidents' when the lift-cable 
breaks. 

And now, using his not-inconsid- 
erable bulk, he has climbed the 
greasy journalists' pole until he sits 
astride this lofty perch high above 
Priory Court, the wind ruffling his 
fair locks, a threat to low-flying air- 
craft and — if the way that pole is 
bending and flexing beneath him is 
anything to go by — to passers-by in 
the street far below as well. 

Ah, but fame and riches 
ICaribbean holiday, remember, and 
I'll bet you don't drive a Skoda) have 
their price: the Large One, it seems, 
is suffering from altitude sickness. Or 
does he have a bottle of whiskey up 
there with him, hidden inside that 
expensive Italian mac? 

Frontier!? Game Of The Year!?!? 
96%!?!?!?!?! Quick, haul him down. 
The man is raving. All that power 
and responsibility has finally flipped 
him. What a terrible waste! 



Includes all the movie CDs cur- 
rently being produced by Philips. 
(3) What do you think, serious- 
ly? 

Dear The One. 

Last month in reply to Mark 
Smith's query about Little Com- 
puter People you said that the 
game never made it on to the 
Amiga. I disagree with this. 
'Why?' you may ask Well, the 
reason Is simple — I have Little 
Computer People, or LCPs as 
they are referred to in the man- 
ual The game works fine on my 
A1 200 but not on my A500. 

The game was released on the 
Amiga in 1988 by Ricochet 16 of 
Mastertronic. This, incidentally, 
was the year after I got my first 
Amiga. I hope this information 
will delight Mark and also you at 
The One. 

By the way, I wonder If you 
could tell me when Sensible 
World Of Soccer will be released, 
as Sensible Soccer VI. 1 is the 
best game ever on the Amiga. 

David Dunn, 
Blyth. 

Oumphl Looks like I don't know 
everything after alii Any chance 
anyone could lend us a copy of 
LCP to look at for nostalgia's 
sake? We'd look after it and send 
it back and everything. 

As for your query about 
SWOS. well, you can read all 
about it on page 2* 



Simon Smith (January's Letters) 
was right — despite your patronis- 
ing advice that he should play it for 
longer than then minutes, let me tell 
you that Frontier IS unplayable, or 
should be for those of discernment. 
The ship is uncontrollable, and those 
cockpit graphics... Oh dear! At least 
In Epic it felt like you were sat at the 
controls of a spaceship — Frontier's 
cockpit layout more resembles an 
electric milk float's. 

Hold him steady, shove the 
smelling salts up his nose... There, 
that's better, he's coming around 
now. 

Feeling better, David? 
Yes? 

Good — you're sacked. And leave 
that bottle for the next one up the 
greasy pole. Form an orderly queue 
there... 

David Challice, 
Exeter 

I don't mind people disagreeing 
with me (actually, it wasn't just me 
who decided Frontier's mark — 
Simon and Matt both had a say in it 
as well) but you don't have to be so 
darn nasty about it. Sob! I've got 



where I am through sheer determi- 
nation and hard work (oh alright, 
and a bit of back-stabbing). As for 
me being 'patronising', well, that's 
simply not true. Now why don't you 
along, little boy, and read this next 
letter... 



I WANT FRONTIER! 

Dear The One, 

Hey, Simon Smith from South York- 
shire — instead of throwing away 
your copy of Frontier, why not send 
it to me? I'll give it a good home and 
take care of it! You know it makes 
sense. 

Sean Tully, 
Wkkford. 

Come on, Simon — or how about 
David Challice? — do the decent 
thing 'cos there's nothing sadder 
than an unloved game. 

DISK-USTING 

Dear The One, 

January 1993 - Psycho Santa, a wild- 
ly enjoyable game (good title song) 
but lacking in long term appeal. June 
1993 - Blaster, slightly above average 
shoot-'em-up fodder. August 1993 - 
Trex Warrior, nicely presented but 
ultimately dull. January 1994 - Galac- 
tic, an original, atmospheric but 
unexciting shooty thing. 

Well, thanks for the complete 
games over the past year. Psycho 
Santa was slightly okayish, but the 
others are savegame disks. Do you 
really expect our loins to twitch and 
gibber over a game which you gave 
a demo of away with your June 1 992 
issue which was pretty unspectacu- 
lar then? And 'Worth £25.99'!?!? It 
would be hounded, mauled and 
slaughtered if it was released on 
today's market. Who would buy it 
when it's alongside Frontier, Cannon 
Fodder or Hired Guns? 

I beg you to stick with large or 
multi-level demos like Space Hulk 
and Bob's Bad Day, and quality PD 
like Transplant and Giddy. Pack loads 
of this stuff onto your disks and 
you'll have readers skipping to the 
newsagents with big daft grins on 
their faces. If you want to give us 
something special for Chrimbo then 
offer six free disks and staple a joy- 
stick to the front cover. You may like 
those free games', but I don't. 

Finally - God bless the Next 
Month! page. Each month they get 
better, except January's. And anoth- 
er good thing is... Matt's new beard. 
It really suits him! 

Stephen Hoyes, 
Cleveland. 

P.S. Don't put the heading 'Disk-ust 
ing' on this letter. The joke is wear- 
ing a little thin now. 



Sorry to hear you've been somewhat 
'underwhelmed' by the free games 
we've given away over the past year 
or so — we're only trying to give our 
readers something a little special 
from time to time. What do the rest 
of you think? Would you prefer 
more demos instead of the occa- 
sional complete game? Write in and 
let us know. 

Oh, and thanks for your com- 
ments about the Next Month! 
pages. Simon was especially pleased 
that you didn't like the one I wrote 
(January's) and is now marching 
around the office claiming to be the 
best at everything. The git. 

PARK POINTS 

Dear The One, 

In your January issue, your solution 
to Jurassic Park showed screens that 
I haven't seen in either the A1 200 or 
the A500/600 versions of the game 
(both of which I own). In which ver- 
sion DO they appear, if any? Where 
did you get these pictures? Also, did 
you see the shots of Amiga JP on 
ITV's Movies, Games & Videos last 
summer? I noticed that the 3D 
indoor display was bigger and more 
central on-screen. Why is this differ- 
ent in the final game? 

Alan Illegible-Surname, 
Debenham. 

Oh, Alan — so many questions! 
Thankfully, however, there are some 
very simple answers to them. The 
screenshots used in the tips pages 
were old Work In Progress shots that 
we had on file. These had been gen- 
erated by Ocean purely for preview 
purposes only, so any resemblance 
between these and any actual game 
screens either alive or dead is pure- 
ly coincidental. As for your queries 
about the game as seen on Movies, 
Games & Vidjas, well, that was 
broadcast last Summer, a good four 
or five months before the game's 
eventual release, and things DO 
change you know.. 

FANTASY ISLAND 

Dear The One, 
I'm fed up. 

I've got no friends, my parents 
hate me, I'm spotty, I'm ugly, I'm 
crap at sports, I eat lard, I wet my 
bed, I pick my nose and eat it, I love 
Cliff Richard, I've got really long ear 
hair, I can't dance, I eat worms, I've 
got five eyes, I hate everything 
about the world... 

What shall I do? 

Worried, 
Liverpool. 



Er, I'm really not qualified for this. 
I think I'd better go home now. 
More of the same next month. 
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runners-up! 

All courtesy of Titus. 




When Honda Prelude Astra 
Car invented the automo- 
bile he inadvertently 
altered the society of the day. Before 
this time, people used to get from 
A to B in black and white cardboard 
boxes with bits of cornflakes in the 
bottom that stank of old people. 
These 'vehicles' were relatively safe 
compared to modern cars, mainly 
because they didn't actually move 
anywhere. 

And if a passer-by accidentally 
brushed past they'd end up with 
nothing more serious than a slight 
sensation in their leg generated by 
nerve endings sending electrical sig- 
nals to their brains, instead of hav- 
ing to have the entire contents of a 
bumper box of Meccano implanted 
into their shins. 

Of course, these so-called 'good 
old days' weren't actually that good, 
although they were old. And days, 
come to think of it. But the point I'm 
trying to make is that the only mod- 
erately exciting computer games you 
could purchase then were Rice 
Crispie Racers and Crunchy Nut 
Cornflake Car Challenge, both top- 
down driving games based around 
the popular vehicles of the time. 

These days, however, you get 
truly smart racers like Lamborghini 
American Challenge, Lamborghini 
American Challenge and that old 
stalwart, Lamborghini American 

» Challenge. In fact, so impressive 
is Titus' groovy car-'em-up, 
we've managed to nick five 
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(that's right, FIVE! ! !) fantastic goody 
bags — worth over £100 each! — 
containing all kinds of brilliant and 
totally official Lamborghini things. 

If you are one of the lucky win- 
ners, expect to find fab and totally 
official Lamborghini gear like base- 
ball caps, posters, key rings, a copy 
of the game and literally loads more 
stuff in your bag, and you can't ask 
for much more than that, can you? 
Thought not. 

I know what you're thinking. 
You're thinking, I really wish I knew 
exactly what I had to do to stand a 
chance of winning those bags. Well, 
think no more, dearest reader, for I 
have the answers to all your worries. 
They're called questions. 

Yes, just answer these three tax- 
ing posers, stick the answers on the 
back of a postcard or stuck-down 
envelope and send them to: Goody 
Bag Two-Shoes Compo. THE ONE. 30- 
32 Farringdon Lane, London EC1R 
3AU to arrive here by no later than 
April 28th 1 994. The five winners will 
then be selected by the Editor (who- 
ever that may be at the time) and 
will recieve a goody bag each. Okay? 



THE QUESTIONS.. 



(1) ' What old Titus game is Lamborghini 
based around? 

(a) Crazy Cars 3. 

(b) Road Warrior. 

(c) Alien Car Death Fighters From The 
Planet Ford. 

(2) Which one of these games has Titus 
published? 

(a) Titus the Fox. 

(b) Titus the Bat. 

(c) Titus the Titan. 

(3) How many times is the word 
'Lamborghini' mentioned on this page? 

(a) Eight. 

(b) Nine. 

(c) Lamborghini. Ha! 
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but the Aliens will make you 
pay a terrible price 
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Well, here it is — the first look at the 
soccer sensation many people are already 
calling the best game of '94. Simon Byron 
takes a trip to Sensible Software without 
passing 'Go'... 
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ensible World of Soccer 
will make all other foot- 
ball games, no matter 
they're managerial or 
ook completely crap." 
Jon Hare, never particularly mod- 
est when it comes to rating his com- 
pany's games, is being overly bullish 
about Sensible Software's second 
soccer sim. And who can blame him? 
Their original offering is commonly 
regarded as the best game on the 
Amiga and is still played constantly 
by us in the office, something which 
can't be said about many of today's 
releases. Blending instinctive control 
with immediate payability, it rapid- 
ly became the highest-selling game 
on the Amiga to date. And deserved- 
ly so. 

Sensible World Of Soccer has 
been in development since the mid- 
dle of last year, but it's only now 
that there's anything concrete to 
see. So here I am, perched atop a 
dodgy plastic chair in Sensible's HQ, 
istening to Jon's enthusiastic dec- 
arations about how brilliant SWOS 




Well here it is — the first picture of 
Sensible World of Soccer. Ever. Okay, 
so it may not be the most interesting 
but it's a screenshot nonetheless. 

It's a hard job, I know, but some- 
one's got to do it. 

But before we get down to the 
nitty-gritty, let me explain the deal. 
Every month, from now until the 
game is complete, I'll be paying a 
visit to the development team's 
office to report on how Sensible 
World Of Soccer is shaping up. Over 
the coming months you can expect 
to witness the game evolve into 
what will undoubtedly be the sequel 
to end all sequels. It'll be just like a 
Diary Of A Game. Except I'll be writ- 
ing it. So It won't be very good. Or 
funny. 

As you have probably guessed, 
World Of Sensible Soccer is going to 
be a football fanatic's dream. The 
game will still centre around the per- 
fect arcade footy action enjoyed by 
Sensi veterans, but this time one- 
player games will be much more 
structured, as Jon reveals: "If you 
play a one-player game over a peri- 
od of time then you may be offered 
a new job; for example, Fulham may 
need a new manager and approach 
you. If you accept, you'll continue 
the game with the intention of get- 
ting Fulham promoted." 

The decision to marry the already 
tried and tested arcade football 
action with a more in-depth man- 
agerial aspect is a step in the right 
direction, reckons John. 

"What we're trying to do is create 
the ultimate football simulation — 
a game which you can play in arcade 
mode, managerial mode or a combi- 
nation of the two. We're deliberate- 
ly steering away from the really 
heavy managerial aspects like gate 
receipts, etc, etc, so most gamers 
should be able to get the best out of 
this part of the game without being 
bogged down. I think we've got the 
balance right." 

At this stage, not much work has 
been done with the main game 
because the team have been con- 
centrating on getting all the player 
statistics in. In fact, they haven't 
decided what changes Sensible 
World Of Soccer will feature. "I don't 
know what we're going to do with 
the main game," admits Jon. "I think 
we'll use some of the Mega Drive 
version's features, but a lot of those 
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(Above) Don't try this at home, kids. 

(Below) Sensible World of Soccer will undoubtedly include many of Mega 
Drive Sensi's features, like the star player icon shown here. 




There are 1500 
teams in Sensible 
World Of Soccer — 
there's not even a 

book with that 
much information 
in it. ■ ■ 



Here's where you'll be able to gen- 
erate your very own tournaments 
Incorporating any combination of 
knockouts and mini-leagues. 



Ah-ha! A tournament in progress. As 
you can see. Marseille are doing 
well, having just beaten Real Madrid 
by a gola. 



However, one thing the team are 
confident about is the inclusion of a 
referee. Chris Chapman, the Amiga 
programmer, explains: "Because of 
speed and memory limitations, it will 
be impossible to have the referee on- 
screen all the time. What we'll prob- 
ably do is have him chasing the ball 
just off-screen, so you'll only see him 
whenever he has to dish out a red or 
yellow card. To be honest, the inclu- 
sion of a ref won't affect the game 
at all. but it will enhance the overall 
presentation, which is what we're 
aiming for." 

Individual player stats will play an 
important part in your strategy, as 
Jon outlines: "Each player will have 
eight skills: heading, tackling, shoot- 
ing, passing, running, fitness, and 
two others, which I can't quite 
remember at the moment. If two 



players are involved in a challenge 
it's likely that the one with the high- 
er tackling skill will win. 

"As in the original game, you'll be 
able to put any player In any position 
but strategy will play a more impor- 
tant part. For example, a player with 
a high tackling and heading skill will 
be best employed as a defender as 
he's likely to be able to cut out most 
shots. These player attributes are 
fixed — it would be pointless being 
able to edit them." 

One rule that soccer games have 
traditionally shied away from may 
make it into Sensible World Of Soc- 
cer. "At the moment it seems likely 
we'll put the offside rule in the 
game, just to see how it affects the 
gameplay, but there's a strong 
chance it will be taken out again," 
explains Jon. 

"It's not that it's hard to do, we 
just don't believe in offsides," chips 
in Chris. "And there'll be no long 
balls, either," he jokes. 

The team will be turning their 
attention to the actual game over 
the next month, but it's unlikely 
there'll be any major graphical dif- 
ferences because, as the old adage 
goes, there's not point in fixing 
something which isn't broken. "The 
idea has been to get the menus up 
and running so that when we 
come to slot the actual foot- 
ball bit in we'll actually be able 
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to play the game and see how it all 
hangs together." discloses Chris. 

Jon decides to point out the 
game's major difference. "You can 
choose to have a computer side, a 
player side or a manager side, The 
first two act exactly like they did in 
the first game, but picking a manag- 
er side allows you to exert a greater 
control over how your team play by 
buying and selling players and build- 
ing a better side over successive 
matches. You can be just like Graham 
Taylor. But better." 

To demonstrate how this man- 
agement system works, Jon sets up 
a one-player game with me in charge 
of the Premier League's most talent- 
ed side. "You can be a player man- 
ager or just manager," says Jon. "If 
you're playing as a manager you can 
play each match like you would in a 
normal game of Sensi or opt to 
watch either the full game or high- 
lights without actually taking part. 
So let's start a new season. I suppose 
you want to manage QPR. do you?" 

Of course, I reply. 

"How sad [he supports Norwich 
'Football' Club]. Anyway, we can 
start off the league by selecting 'Play 
Match' and as you can see, QPR's 
first game is at home against 
Sheffield United," states Jon before 
pressing the button. "Right, you lost 
1-3." 

At this point I remind Jon what he 
said about the game being very early 
in development, and suggest that 
maybe — just maybe — some of the 
statistics have been input incorrect- 
ly. He quite rightly ignores my 
pathetic whining and carries on 
pointing out Sensible World Of Soc- 
cer's improvements. 

"In the original game you would 
have to cycle through all the other 
results until it was your turn to play 
another game, but now you can 
jump straight to your next match, so 
there's no need to keep constantly 
clicking the joystick button. 

"You can also check out any 
team's peformance from the stats 
screen. We've added a kind of bar 
chart system to indicate each play- 
er's individual performance. The 
higher the red bar, the better he's 
doing and subsequently he'll be 
worth more money. 

"You also get each player's nation- 
ality displayed alongside their stats," 
persists Jon before spotting a bla- 
tantly obvious error, "Hang on, I 
notice that Niall Quinn is currently 
listed as Albanian, so there's obvi- 
ously something wrong there." 

"It's probably from his mother's 
side. Or something." laughs Chris. 

Hmmm. Enough of this joviality. 
It's time to continue guiding QPR to 
the summit of the Premier League. 
Where they belong. 

"Okay, we can either click 
straight to QPR's next game or 



You can be 
just like 

Graham Tay 

But better. 

Jon Hare, 
Sensible Software. 
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This screen looks suspiciously like the same one from the original Sensi. But 
we're reliably informed it isn't. 



watch some of the other results 
come in. You can even 'tag' specific 
teams — for example one who's 
doing particularly well — so if you 
want to track a side's progress but 
don't fancy cycling through every 
score then it's very easy to do so. 
Right, let's go on to the next match." 

QPR beat Manchester City two-nil. 
I begin to warm to Sensible World Of 
Soccer. 

Throughout the season. League 
and FA Cup matches need to be 
played and the computer tracks your 
progress though each, warning you 



in advance of each fixture so you 
have time to prepare. As we keep 
zipping back and forth between the 
tables and the stats screens, Jon 
highlights another of Sensible's real- 
istic features. 

"You'll notice that Nigel Clough is 
the only Nottingham Forest player to 
be amongst the top scorers because 
Forest have a one-man attack [it's 
probably worth pointing out here 
that the data the team are working 
with has been gleaned from last sea- 
son, explaining the appearance of 
Notts Forest in the Premier League], 




(Above) The new statistics screen 
gives an indication of how well 
each player is doing. The higher the 
red bar, the better his performance. 

(Left) Jon. Being stupid. 

so even if you're not actually play- 
ing a team they'll still keep to their 
overall tactics." 

The league continues and QPR 
reach the lofty heights of second 
before finally slipping to third, 
thanks to a disastrous result against 
Wimbledon. Still, a place in Europe 
will suffice. I'm a happy man. 

Of course, being a truly interna- 
tional game, Sensible World Of Soc- 
cer will enable you to play in almost 
any footballing competition from 
around the world. "There'll be loads 
of preset competitions. You'll be 
compete in things like the Italian 
First Division, the Brazilian League 
Cup, the French League Cup..." 
recounts Jon. 

So how many competitions will 
there be in total? 

"God knows," admits Jon, "basi- 
cally, every a league and cup com- 
petition from every country plus 
things like the European Cup, the 
African National Championships. A 
lot, basically." 

And if you don't fancy taking part 
in one of the preset competitions, 
you can always set up your own 
cups. The system Sensible World Of 
Soccer uses to generate unique 
competitions is extremely flexible, 
as Jon explains. 

"The tournament mode will 
allow you to pick up to 64 teams 
from anywhere in the world. You 
can structure the tournament as you 
see fit by having a variable amount 
of groups, a league or even knock- 
out system. You'll be able to speci- 
fy how many times each team plays 
each other, whether there'll be two 
or three points for a win, whether 
or not teams are seeded, that kind 
of thing. 

"If, for example, you've set a 
league and you decide that you only 
want seven teams to go through to 
the second round, the computer will 
work out how best to achieve that, 
by letting through the required 
amount of group winners and a cer- 
tain number of best runners-up. It's 
a very flexible system," Jon. 

The amount of information 
conatined within the game is phe- 
nomenal. "There are 1500 teams In 
Sensible World Of Soccer — there's 
not even a book with that much 
information available," enthuses 
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At the moment 
it seems likely we'll 
put the offside rule 
in the game, just to 
see how it affects 
the gameplay, but 
there's a strong 
chance it will be 
taken out again. 



ion Hare, 
Sensible Software. 
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Whenever the team are stuck for 
ideas, they have a good old 
cockney knees-up round the old 
Joanna. I expect. 
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(Inset, left) The way you edit the 
kits is slightly different,'' offers Jon. 

# 

(Left) The Mega Drive version in 
action. 

(Below) Chris 'Chappers' Chapman. 
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Jon. "When the game's finished we'll 
have the most comprehensive foot- 
ball information on any medium, 
enabling us to write a book of the 
game or something." 

Sensible Software felt that the 
data needed to ensure that Sensible 
World Of Soccer contains the most 
authorative guide to football war- 
ranted a full-time member of staff. 
So Mike Hammond, author of Euro- 
pean Football Yearbook and contrib- 
utor to the Sunday Times, was draft- 
ed in to input all the facts. A 
specially-designed editor has been 



created, which facilitates the task of 
entering all 23,000 players' individu- 
al statistics. 

"It's something we just can't han- 
dle on our own," admits Jon, "with 
Mike's expertise we'll be able to con- 
fidently state that Sensible World Of 
Soccer is the most realistic football 
game available." 

When you consider that to input a 
team's data takes approximately half 
an hour and that there are over 200 
teams, you can see why employing 
someone to do the job properly 
makes sound business sense. 



Jon is confident that the two dif- 
ferent parts of Sensible World Of 
Soccer will gel together nicely. "I 
think that once the game is finished, 
the managerial aspect will stand up 
against dedicated management 
games like Championship Manager 
'93 and its ilk, as well as retaining 
Sensi's title of being the best soccer 
game there Is. You'll be sitting there 
thinking 'I want to buy a new player' 
and you'll be able to pick one from 
over 23,000. There aren't many 
games where you can do that. 

"The ideas we've come up with for 



Sensible World Of Soccer are basi- 
cally common sense. We haven't 
taken ideas from any other games. 
The main reason for including the 
foreign teams is so that the game 
will appeal more to other countries." 

Well space is against me once 
again so we must bid farewell to 
Sensible Software and their plans for 
total football domination. Next 
month we'll probe deeper into the 
arcade section and reveal what the 
team hope to do to make Sen- 
sible Software even better — if 
that's possible, of course. 
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Above) The guys have a quick chat about some- 
thing football-related. 

(Below) Championship Manager Italia. But you 
knew that, didn't you? 
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(Left) The Intelek team smile for The One's read- 
ers. They are, from left to right: Ryan Hegarty, 
Andy Haynes and Oliver Collyer. 

£ £ We're not 
necessarily overly- 
keen on computers, 
we're more football 
fans first and a 
development 
team second. ^ |j 

Oliver Collyer, Intelek. 




Continuing our football fever, Simon Byron speaks to Intelek, the creators of the highly- 
successful Championship Manager games. 



■ f you've ever thought that programmers work 
I from dark and dingy offices on bustling inner- 
I city High Streets then think again. Whilst this 
may well be the case for some software develop- 
ment teams, Intelek's office/home is completely 
the opposite. Situated almost on top of 
Bournemouth beach (with its seven miles of gold- 
en sand, remember?), it has to be the most plush 
place I've ever conducted an interview in. Not that 
I'm envious at all. Oh no — give me the view of 
high-rise skyscrapers, huge multi-storey car parks 
and slums from my bedroom window any time. 
No, really. 

Still, Oliver Collyer, Andy Haynes and Ryan 
Hegarty, the team behind the phenomenal 
Championship Manager series have certain- 
ly worked hard for their success. In fact, 
their games are held in such high regard by 



the gaming public that I know of people who 
have bought Amigas solely to realise their man- 
agerial aspirations. And you know what they say: 
the public is always right. Or something like that. 

So how do you create games like this? How 
much research goes into each one? And can I 
move in with Intelek? For all these answers and 
more, read on... 



How was Intelek formed? 
Oliver: It started off roughly five years ago when 
my brother and I began work on the original 
Championship Manager. That sold reasonably well 
so I got together with Andy, whom I'd know for 
a long time, and decided that we should produce 
an updated version. It was at that point that 
Intelek was formed. 



What exactly does Intelek mean? 
Andy: Oliver made it up when he was drunk! 
Oliver: Yes, that's about the size of it. If anything 
it relates to the kind of games we produce; they're 
suited to intellectuals, people who want more 
than mindless arcade games. We are the thinking 
man's software house. You won't get immediate 
satisfaction from the games we create but you'll 
end up playing them for months, if not years. 



Why did you originally set out to produce foot- 
ball management games? 
Andy: Mainly because we didn't have a decent 
football management game to play. 
Oliver: We were fed up with the lacklustre nature 
of most of the games around at the time. Some 
were okay-ish, but none were outstanding. 



Andy: So we took a look at the software available 
at the time, picked out the bits we liked and 
added what we thought was missing to make a 
a truly realistic game. 

Oliver: Our first game was based around a ten- 
team Super League system. It kept crashing all 
over the place. I remember sitting hunched over 
our Amstrad CI 28s trying to figure out exactly 
where we were going wrong. The game then 
evolved onto the Atari ST, which was state-of-the- 
art at the time, and then onto the Amiga. 



Looking back at the original Championship 
Manager, how do you think it compares to 
what you're doing now? 

Oliver: I think all the best bits of that game are 
still in what we're doing now. 
Andy: There are plenty of features we've kept in 
but we've added about another fifty options. 
Oliver: The major difference is that all the infor- 
mation in the game is real and not fictional, 
which makes a huge difference. In the original 
game you'd end up with about ten players with 
the surname Williams in one team. What's sur- 
prising is that there is still the same amount of 
depth in Italia as there was in the original Cham- 
pionship Manager. It's just that the game as a 
whole has had a few tweaks here and there and 
now runs substantially faster. 



Why did you decide to base your latest man- 
agement game around the Italian sides? 
Oliver: It was a combination of personal interest 
and the fact that Italy has some of the greatest 
sides in the world. 

Andy: The Serie-A is undoubtedly the best league 
in the world and contains some of the most tal- 
ented players. We felt that the opportunity to 
manage teams like Inter Milan and Lazio would 
provide the ultimate challenge. 
Oliver: Also, it's a different way of life over there. 
Most clubs have got loads of money to spend on 
getting in the top players and building up a real- 
ly good side. And because Championship Man- 
ager Italia allows you to buy in players from 
around the world you can create your own per- 
sonal Dream Team. 

Andy: Channel 4 have done a lot to raise the pro- 
file of Italian football and no-one has ever done 
a proper fully-blown management game around 
it. But now — surprise, surprise — it appears that 
other football management games are being 
given an Italian version. So we must be doing 
something right. 




(Left) 

Bournemouth High 
Street in the rush 
hour. Who on 
earth would want 
to live there? 

(Below) A cleverly 
set-up shot featur- 
ing — yesl — 
Andy, Ryan and 
Olliver, the foot- 
ball-mad stars of 
TV's Intelek. 



Oliver: A couple of years ago we wouldn't have 
dreamed of doing an Italian version but since 
Gascoigne moved over there, its popularity has 
soared — the Sunday viewing figures prove that. 



How realistic would you say the Champi- 
onship Manager series is? 
Oliver: Rumour has it that Billy Bonds played the 
game as Weymouth and got relegated out of the 
Thrid Division, so you can read into that what you 
will. 

Andy: As far as we can see it's got all the features 
in that we think you'd need... 
Oliver: ...but as to whether or not it's totally real- 
istic, well, we'd need the comments of a real 
football manager for that. The main thing is, it's 
enjoyable to play. 

Andy: You have to remember that if you were a 
real football manager you'd only get one chance; 
you wouldn't be able to save the game and start 
again if you messed up. 



Why did you choose to publish Championship 
Manager Italia yourselves and not stick with 
Domark? 

Oliver: We had no choice, really. When we first 
had the idea of doing an Italian version, we asked 
Domark whether they'd be interested in publish- 
ing it and they told us that they didn't think there 



was a market for a management game based 
around Italian soccer. What they have done is 
taken the code and marketed the game in Italy, 
but they were reluctant to do the same over here. 
Andy: Because they are heavily into publishing 
computer games, they didn't realise that there 
are loads of people who are interested in Italian 
soccer. We knew the game would do okay over 
here. And it has. 

Oliver: However, Domark have now come back to 
us and ordered a few thousand copies to go into 
the shops. 



Sensible Software have been making bold 
claims about the managerial aspect of Sensi- 
ble World of Soccer. Are you worried by this? 
Oliver: No, I look forward to playing it! 
Andy: You can have all the stats that you like in 
a game, but it's how well it's implemented. I hon- 
estly can't see how the managerial aspect of Sen- 
sible World Of Soccer will be as in-depth as our 
games. 

Oliver: Sensible Software have proved that they 
can do really decent arcade football game. I think 
we've proved we can do really decent in-depth 
management games. It's hard to see exactly how 
you can blend the two together. 
Andy: The trouble with doing marrying two gen- 
res is that you run the risk of putting off people 
who don't like one of them. Loads of people love 
Sensible Soccer, but it's hard to see football man- 
agement purists preferring it to one of our 
games. 

Oliver: That said, if anyone can successfully com- 
bine the two genres then it's Sensible Software. 



Finally, why do you think football manage- 
ment games appeal to so many people? 
Oliver: I think everyone wants to do better than 
the manager of the team they support. For exam- 
ple, if you go on the terraces at a top-of-the-table 
clash, you'll still hear people complaining about 
the manager for one reason or another — even 
though both teams are doing well. These man- 
agement simulations give gamers the opportuni- 
ty to see how well they'd get on. 

All that said, the Championship Manager series 
hasn't gone down as well on the PC. This may be 
something to do with the fact that the games 
don't run from Windows — although we are cor- 
recting that — or that PC owners are put off by 
the look of the games; after all, with all the fast- 
moving Gouraud shading a PC is capable of, text 
screens do look a bit dated. 



GO GET IT! 

You've played the demo. You've read 
the review. Now buy the game. 
Copies of Championship Manager 
Italia can be obtained by sending your 
name, address and a cheque or postal 
order (made payable to Intelek) for 
£17.00 (including P&P — even more 
of a bargain!) to: Intelek, P.O. Box 
1738, Bournemouth BH4 8YN. Please 
state which machine you own. ✓ 



ACTION GAME 




Take one or two players 
simultaneously through 
five different worlds. 
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Naughty Ones is a hilarious game, 
with bags of action, and superb 
graphics. Enjoy level upon 
exhilarating level of the finest 
gameplay ever to be seen on your 
Amiga. 

Are you ready for the most 
challenging enemies ever. 
Battle your way past psychopathic 
robots, firing stars and the un-dead 
mummies of ancient Egypt. 
Are you brave enough to 
tackle maniac mechanics 
and blood thirsty Russians. 



GET THEM BEFORE THEY GET YOU!!! 



More hidden bonuses, the most 
powerful weapons and the fastest 
gameplay make Naughty Ones 
one of the most spectacular 
platformers of all time. 



Contains 5 completely different worlds of 
action-packed levels. 

More than 80 different game screens using 

high-quality graphics. 

Optional 1 or 2 player mode. 

A large amount of diverse enemies. 

Lots of special and point giving items. 

Contains hidden bonus-screens. 



Contact 



kompart (UK) Limited /M7Emlte/g/ON 

Phone (0727) 868005 .he^Xe of tRoiion 



AVAILABLE FOR AMIGA, 
AMIGA AGA and CD32 
at only 25.99 
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If you want to know about every major footy game 
planned for this year then you've come to the right place. 
Join David Upchurch on the terraces as he yells... 

•ERE WE 





a! 'Ere we DONT go, more like. It's not a good time to be a foot- 
ball-loving citizen of the United Kingdom, what with England, 
1 Scotland, Wales and Northern Ireland all kicked unceremonious- 
ly out of this year's World Cup at the qualifying stages. World Cup fever? 
I've a feeling that most of us will just be feeling plain sick. As a parrot. 

Still, that hasn't stopped just about every software company in the 
known universe developing their own footy game, in a rather blatant 
and somewhat sickening attempt to try and cash in on the buzz that 
will no doubt be generated by the world's foremost footballing event. 
But which of these games will be the Germanys of the games world and 
which will be the San Marinos? 

To help you decide we've compiled a massive preview of every major 
football-related release due out this year. And, in case you're planning 
to place any bets, we've asked all the developers for their expert opin- 
ions as to who they think will win the real World Cup. As if they'd real- 
ly have any idea. 

We've had the Big Match interview with Intelek and kicked-off with 
Sensible Software, so now it's time to watch the rest of the game.. 



WORLD CUP 
U.S.A. '94 

U.S. Gold 



Once again it's Birmingham- 
based US Gold who've obtained 
the rights to produce the game of 
the, er, game. Yup, accept no cheap 
imitations because World Cup USA 
94 is the totally official World Cup 
tie-in. Unsurprisingly the game is 
completely based around the tur- 
nament (so don't expect to see any 
League tables}, with the player able 
to take control of any one of the 24 
qualifying teams and hopefully lead 
them to World Cup victory. 

"With World Cup USA '94 we 
wanted to achieve three main cri- 
teria," explains Tony Bickley, the 
game's producer. "We wanted it to 
play the best game of football in 
the world, we wanted it to be the 
most user-friendly game in the 
world and we wanted it to have the 
most customisable features in the 
world." 

To achieve these aims, Tony and 
the coders Tiertex have written a 
huge number of editors that will 
allow you to alter almost any of the 




game's features. Of course there are 
editors that let you do the usual 
things like alter your team's line-up 
and tactics — you couldn't have a 
decent footy game without 'em — 
but also there are editors that let 
you customise the way the game 
actually plays. 

"Say you want to play with the 
ball sticking to your foot," explains 
Tony. "In that case you can set the 



'glue' factor to maximum. But if you 
like the ball to bounce away from 
your foot you can reduce the glue 
factor." 

There are a whole host of other 
variables that you can alter, allow- 
ing you to turn the game from sim- 
plistic kick-about into a fast-paced, 
complex simulation with a few joy- 
stick clicks. You want it your way at 
U5G, you got it. 

World Cup USA *94 is set to be the 
most comprehensive footy game 
ever too, boasting just about every 
gameplay feature you've ever seen 
or heard of. "We checked out every 
game released in the last year and 
a half," says Tony, "and basically 
anything that enhanced those games 
and fitted in with our game style has 
been implemented. The rule is that 
anything anybody else's game has 
got, we've got." 

The game's designers have gone 
for a fairly traditional, some might 
say old-fashioned, graphic style. "We 
went for the top-down view 
because that gives you the pin-point 
accuracy of play," says Tony. "The 
trouble with that, though, is that 
you don't get to see any player ani- 



.]!•:«[! 
;!:itHi; 



/ 



n 



mation or strips or stuff like that. 
So what we've done is go for a top- 
down view but with a slight angle 
on it, so you get the best of both 
worlds." 

To add a touch of levity to the 
proceedings the game will incorpo- 
rate Striker the dog, the '94 World 
Cup's official mascot, who'll pop up 
in animated intros and outros. 





FEATURE 



which will vary depending on 
whether the player wins or loses the 
cup. 

World Cup USA '94 should be 
released in June, just in time for the 
start of the real World Cup. And if 
the finished result walks the walk 
as well as its creators talk the talk, 
it should be just about everything 
you've ever dreamed of in a football 
game and there's no reason why it 
shouldn't sell by the bucketload. 

"Sensible Soccer is probably our 
strongest opposition," reckons 
Tony. "To my mind it's the best soc- 
cer game on the Amiga, and I want 
to beat it!" 

^ WORLD CUP 
W PREDICTION: 

"The Americans will win 
'cause they'll cheat — 
they've already cheated 
in the draw!" 

KICK OFF 3 

Anco/lrnagineer 

In the dark days B.S. (Before Sen- 
si soccer), there was only one footy 
game that really mattered — Kick 
Off 2. Here at EMAP Towers the 
game became such an obsession 
that people missed lunch and even 
deadlines to play it. And now it's 
back, back, BACK! 

Steve Screech, one of Kick Off 2's 
original programmers, is overseeing 
development for Anco/lmaginecr, 
with Enigma Variation handling the 
actual coding chores. At the 




moment the SNES game is the near- 
est to completion (in fact, the 
screenshots you see here are 
from that version) but the 
Amiga one isn't far behind 
and should look and play 
identically. Which is a good 
thing — we've had a go on 
the SNES version and It's a 
corker. 

The most obvious differ- 
ence between Kick Off 3 and 
its predecessors — and perhaps 
the most disturbing as far as 
Kick Off purists will be concerned 
— Is the game's change from an 
'overhead blimp' view to a side-on 
view. Why, the nation's fanatical 
Kick Off heads cry, why? 

"So many people criticised the 
overhead view," explains Garry 
Williams, Imagineer's ebullient mar- 
keting manager. "They said it made 
the game look more like Ping-Pong 
than football, so with Kick Off 3 we 
decided to do something different. 
And to be honest, after Kick Off 2 
and Sens!, there wasn't really any- 
thing new that anybody could think 
of to do with that perspective." 

The main advantage of this view 
is that it allows much improved ani- 
mation on the players, with the 
players running, kicking, heading 
and saving just like their real-life 
counterparts. 

"The Amiga version will be the 
best of them all," states Garry "Pro- 
gramming-wise, you just can't get 
the speed out of a SNES that you 
can out of an Amiga. In terms of 
graphics then you're going to get a 
prettier game on the SNES or 
Megadrive, but in terms of speed 
then the Amiga's much better." 

The importance of speed isn't so 
much for driving the graphics — 
after all, the SNES can lob sprites 
around with the best of 'em — but 
for making sure the computer-con- 
trolled players behave in something 
approaching a realistic manner. 

Of course, this is important in any 



Due for a Christmas 
release from Intel uk is yet 
another as-yet-untitled footy 
management game. This, the boys 
promise, will be a true sequel to 
Championship Manager, boasting 
much improved presentation and a 
host of se*y new features. Real work 
has yet to be started on it, but 
chances are it may be an A1200- 
only game due to the sheer 
volume of data that the team 
hope to incorporate. More 
news soon... 





decent footy game but it's especial- 
ly so in K03 since all the teams fea- 
ture what Garry calls "playmakers" 

— hugely -talented players who will 
always try to do the best thing pos- 
sible, such as pass to someone in the 
penalty area or go for goal whenev- 
er a good opportunity arises. In 
other words, they're the Gazxas of 
the computer footy world. Except 
they don't wear comedy plastic 
breasts. 

Depending on which position 
these 'playmakers' play, the whole 
way a team performs changes. And 
thanks to this system it's been pos- 
sible for Steve and the boys at Enig- 
ma to model the playing styles of all 
the competing teams to a surpris- 
ingly realistic degree, which in Eng- 
land's case means they'll always 
lose. (That was a 'gag', by the way.) 

Another neat idea is the use of 
'set plays' or pre-arranged strate- 
gies, ft works a bit like the system 
used in EA's John Madden's Foot- 
ball; whenever a corner, a free kick 
or something similar comes up each 
team gets a chance to pick a set play 

— the idea being that each player 
tries to out-guess the strategy that 
their opponent will use. It may 
sound a bit long-winded but it 
works brilliantly in practice. 

There's loads of other neat stuff 
in Kick Off 3 but there really isn't 
the space to do it all justice here. 
Actually that's probably a good 
thing, as Garry is uncharacteristical- 
ly tight-lipped about revealing too 
much of what they're up to. "In 
Kick Off we invented aftertouch and 
just about every footy game that 
came after used it too," explains 
Garry. "Basically, we don't want 
anybody nicking our ideas." 

Going on what we've seen so for 
and given Anco's footy track record, 



Kick Off 3 looks like ft could easily 
reclaim the Amiga Football Cup from 
Sensisoccer. We'll find out for sure, 
however, when the game's released 
on May 18th. But If you can't wait 
that long, why not tune in next 

month for an in-depth Work In 

Progress? 

WORLD CUP 
PREDICTION: 

"Germany, definitely. 
Brazil's team is too young 
and hasn't got it together 
yet and Argentina's is too 
old, so the only ones in 
form are Germany." 



SIERRA WORLD 
CUP SOCCER '94 

Sierra 

What is going on? One minute 
Sierra announce to the world 
that they're abandoning the Amiga, 
the next we hear that they're devel- 
oping King's Quest VI for us! And 
now, in a shock announcement, it's 
revealed that they've got a footy 
game in development. That's right 
— Sierra, the graphic adventure spe- 
cialists, are doing a sports simula- 
tion! Has the world gone mad? 

However, having seen the game it 
looks like there must be method in 
their madness, because it's shaping 
up to be a cracker. The most impres- 
sive aspect of it is the graphical style. 






PEEP! PEEP! HALF TIME! 

...And as the teams retire to the changing rooms to suck oranges and get a pep talk from 
the manager, what more appropriate time is there to take a look at two upcoming footy 
management games? 



KEVIN KEEGAN'S PLAYER 

MANAGER 

Anco/lmagineer 
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Believe il or not. 
it's nearly five 
years since the 
original Player 
Manager caused 
endless late 
nights across the 
country as foot- 
ball fanatics 
struggled around 
the clock to get 
their favourite 
teams to the top 
of the First 
Division. And 
now, at long last, 
comes the 
game's ultimate 
incarnation — 
Kevin Keegan's 
Player Manager. 

The game's ail-but finished and should be 
ready for a full review next month, so we don't 
want to give away too much information about 
the game now. However, expect all the usual 
footy management game features — training, 
buying/selling players, ground receipts, etc — plus 
loads of others that have never been seen before. 

Probably the best of these (from a general, 
non-football crazy gamesplayer's point of view, 
anyway) Is that there's an option to actually play 
each match, thanks to the inclusion of the Kick 
Off 2 game engine fn the code, so you're going to 
get a pretty good arcade game into the bargain. 

However, if that makes hard-liners think KKPM 
is going to be some sort off beginner's footy man- 
agement game then they can think again. Anco is 
promising that this will be THE management 
game to end them all, mainly due to the input of 
Kevin Keegan. As well as being a sales-friendly 
familiar face for the packaging, Kev's provided 
suggestions for new features and overseen 
almost every stage of the game's development. 
And iff it's good enough for Sir Keegan of Football, 
it's good enough ffor us. 



ON THE BALL 
Ascon 

Strategy buffs may remember Ascon as the 
German geezers behind The Patrician. Well, now 
they've turned their attention away from trading 
in the Renaissance era to the more populist task 
of putting balls into the backs of nets. And given 
Ascon's obsession with authenticity and attention 
to detail, the chances are this will be the most 
comprehensive footy management game ever. 

And that impression seems to be confirmed by 
On The Ball's press release, which boasts that 
Ascon's game will "set new standards in realism". 
And who's going to argue? Certainly not us — 
especially as we've seen the game's 
specifications. 

In On The Ball your aim is to get your First 
Division team through to the F.A. Cup finals. 
However, success is not just a case of training up 
your team to peak fitness and winning matches as 
there's also a myriad of financial considerations 
to take on board as well, such as maintaining or 
improving your 
stadium and set- 
ting gate prices 
— although don't 
push them too 
high or you'll 
upset the fans. 

Although you 
can't actually 
take an active 
part in the match- 
es a la Player 
Manager, you get 
to watch the 
whole 90 minutes 
of action and can 
make tactics 
changes and sub- 
stitutions as you 
see fit. The matches promise to be a bit special, 
actually, as they highlights are presented in a TV- 
style manner, with the animations digitised from 
real footage rather than created on computer. 
Already a storm in Germany, there's no reason — 
especially given Ascon's reputation — why On The 
Ball shouldn't repeat its success here. Expect a 
review around April time. 




The game uses a slightly 3D-ish angle 
to view the play and there's some 
spectacular animation on the play- 
ers, which is all the more incredible 
given the size of the sprites — in all, 
Sierra reckon that there are over 
4000 animation frames. 

There are tons of incidental ani- 
mations throughout the game too. 
The referee, for example, will actual- 
ly blow his whistle and give out yel- 
low and red cards as necessary. 
Should a player be injured, a physio 
will run on and tend to the fallen 
hero, raising his hand to call for 
stretcher team should one be need- 
ed. And players standing in the wall 
will protect their 'family jewels'. It's 
all pretty amazing to look at, to be 
honest, and helps generate a phe- 
nomenal atmosphere. 

There's also an excellent replay 
feature, which allows you to rewind 
and fast-forward through the last 



few seconds of the game at almost 
any speed you want, allowing you to 
capture those goal-scoring moments 
perfectly. 

But it's not all graphics, because 
the game plays as good as it looks. 
In fact, Sierra World Cup Soccer '94 
could well turn out to be the dark 
horse of the season. Look out for it 
in a couple of months' time. 

WORLD CUP 
PREDICTION: 

"There's an outside 
chance Colombia could 
win it," reckons Steven 
Dunn, the game's 
programmer. "They did 
seriously well qualifying 
— they beat Argentina 
five-nil." 



WORLD CUP 

STRIKER 

Rage Software 



In between extended 
bouts of coding on Guardian 
(see WIP on page 36). Mark 
Sibly is tinkering with an indoor 
footy game written using Blitz 
Basic 2. No firm release date is 
set yet, but our guess Is you 
can expect to see it around 
May time with a 
budget price tag... 



Of all the games previewed here, 
World Cup Striker is the fur- 
thest away from completion. In fact, 
development work has hardly been 
started on it yet because the Liver- 
pool-based company has been 
spending most of its time so far fin- 
ishing off the SNES version, shots of 
which you can see here. 

World Cup Striker is, of course, 
the long-awaited sequel to Striker, 
one of the most popular Amiga 
footy games of all time. And WC5 
looks set to repeat that success 
when, all things going well, it's 
released this Christmas. 

Like the original, WCS uses a 
slightly 3D-ish angle to depict the 
footy action. This time around, how- 
ever, there's also an option to 
switch between a side view and a 
top view. The nice thing about this 
is that you can do it at any time dur- 
ing the match, allowing you to view 
all those classic replays from a vari- 
ety of angles. 

Unfortunately, though, there is a 
price to pay for all this player 
power. "At the moment it's looking 
like the game will only appear on 
A1200 and Amiga CD32," claims 
Paul Finnegan, Rage's boss, 
"because we're going for things like 
a fully-textured pitch, which we've 
got in the SNES version. It's very dif- 
ficult to do on an A600 — It just 
hasn't got the power or the memo- 
ry." 

But the A500/600 owner's loss Is 
the A1200/CD32 owner's gain. 
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because WCS promises to be a graph- 
ical tour de force. "We've tried to 
make the game look as realistic as 
possible," says Paul. "You've got to. 
There are tons of footy games out 
there and yours has got to be a bit 
special to stand out from the rest. 

"So we've done things like digi- 
tise the penalty sequences, with all 
the animation being taken from real 
footage. Likewise the animation on 
the players during the match has 
been rotoscoped. We hired a studio 
for a few days and filmed this guy 
against a blue screen, making him go 
through all the possible moves." 

What this means is that your play- 
ers go through all sorts of contor- 
tions during the game, kicking, 
heading, back-kicking and every- 
thing. However, Paul promises that 
WCS will still play like a dream, even 
with all these bells and whistles. 
"The payability's the main thing — 
it's got to play well, even if that 
means sacrificing a little bit of real- 
ism," he says. 

One of the main complaints about 



the original Striker was the player 
intelligence, as it was a little too 
easy to become top of the league. 
That's all changed in WCS, though. 
"We've spent a lot of time on the 
computer intelligence," says Paul. 
"A lot of people commented on the 
fact that Striker's goalies were easy 
to beat — once you mastered the 
technique you could score every 
time. They're a lot tougher now." 

Even though they'll probably be 
the year's last footy game, Paul is 
confident that WCS will be the best 
of the bunch. "We've been building 
on the Striker engine now for over 
two years and it's been fine-tuned 
over and over again," he concludes, 
"and now I think we're getting it 
pretty close to being the best foot- 
ball game possible. 1 * 

WORLD CUP 

PREDICTION: 

"I think the Italians will 
win it, because of their 
stylish play." 
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Not content with MU:PLC. 
Krisalis is considering developing yet 

another footy game set for release 
in time for the start of the World Cup. 
Provisionally entitled World Cup Soccer 
(imaginative these softcos, aren't they?), 
it's likely to be based around 
the MU:PLC game engine 
but with the action 
viewed from the 
isometric-3D angle 
made so popular 
by EA's FIFA. 
Keep 'em 
peeled... 



Set for kick-off in May 
is World Cup Soccer Star, a mar 
agement/arcade football game. 

The game is based on Soccer 
Star, a play-by-mail jobby that's 
been on the go for ten years and 
is enjoyed weekly by more than 

10,000 people — now that's 
what I call play-testing. This will 
be followed by a sequel. 
League Soccer Star, around 
Christmas time... 



BRUTAL 

SPORTS 

SOCCER 

Millennium 




(Above) These shots are from the SNES version of World Cup Striker. 
The Amiga game should look identical, but not so blurry. 



Okay, so lovers of serious football 
game will no doubt be wonder- 
ing what on earth this is doing here, 
but it's got the word 'soccer' in its 
title and that's good enough for me. 
(You'd probably feel the same if you 
had to fill a five-page preview like 
this, believe me.) 

Brutal Sports Soccer is. of course, 
the sequel to the highly-violent and 
highly-successful fantasy sports slm 
Brutal Sports Football. But hang on... 
Football? Soccer? Aren't they the one 
and the same? Well, yes, but the first 
game was based loosely on Ameri- 
can football, so there was lots of car- 



rying and passing the ball, while this 
one is based loosely on British foot- 
ball, so it's all about nifty footwork, 
no hands allowed — unless you use 
them to poke an opponent's eye out, 
in which case it's okay. 

"It follows the same theories 
behind Brutal Football," explains 
Keith Smith, Millennium's PR bod, "in 
that it's not just about getting con- 
trol of the ball, it's also about beat- 
ing up your opponents — it's basi- 
cally no-rules football." 

Given the rigorously accurate 
authenticity of just about every soc- 
cer game in development, BSS will be 
refreshingly free of nit-picking rules 
and regulations. "There will be no 
backpass rules or offsides," says 
Keith. "We did consult with FIFA but 
in the end we thought no. There will, 
however, be loads of punching, 
gouging and general fisticuffs. So 
the spirit of the modern game is 
there. We've based a lot of it on the 
Italian league." 

As you can hopefully see (and we 
apologise for the crap nature of 
these screenshots — normal service 
will be resumed as soon as possible), 
BSS uses a detailed isometric-3D 
angle to display the action. This 
means that developers Teque can go 
to town on the player animation, so 
expect to see the violence depicted 
with an even greater degree of 
graphic excess. 

"The sprites are huge, much big- 
ger than the ones in Brutal Football. 
The game's also much faster than 
Football — it runs at about the same 
speed as Goal!" claims Keith. 

As well as the new graphic style 
there's also a new range of power- 
ups to enjoy, including — it says here 
— exploding balls, which sounds 



very painful but should help keep the 
body count high. 

"We've got high hopes for Brutal 
Soccer." says Keith, summing up. "I 
think it'll be a nice break for every- 
body, what with all these other seri- 
ous football games coming out. It's 
something a bit anarchic, you know? 
With the World Cup on the telly and 
Brutal Soccer on your Amiga you're 
going to have a football-tastic time." 

WORLD CUP 
PREDICTION: 

"Ha-ha-ha! f would 
dearly love the Republic 
Of Ireland to win. 
[Keith's wife, let me 
explain, is Irish.] But I'd 
certainly have a side-bet 
on Germany — you can 
never count them out. 
Love 'em or hate 'em, 
you can't ignore 'em, as 
they say. [Only if they're 
desperate, Keith.]" 

MANCHESTER 

UNITED: 

PREMIER 

LEAGUE 

CHAMPIONS 

Krisalis 

Like Anco, Krisalis isn't exactly 
new to the computer footy 
game business. Premier League 
Champions, which is due to hit the 
shelves next month, will be the 
company's third Manchester United 
game, and it's also enjoyed consid- 
erable success with its John Barnes 
and Graham Taylor licences. 

While most of the other games 
previewed in this feature centre 
around the World Cup, MU: PLC 
sticks firmly with the home leagues, 
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allowing you to control any club 
from the Premier League, Endsleigh 
League or CM Conference and guide 
them to P.A. and League Cup victo- 
ry. 

Ironically, just when Anco opted 
to change Kick Offf's viewpoint from 
top-down to side-on, Krisalis has 
decided to do exactly the reverse — 
whereas the previous Man. Utd 
games were side-viewed. Premier 
League Champions is played from a 
more Sensi-like vantage point. 
"Basically we decided that there 
was no way we could improve on 
the sideways view," explains Tony 
Kavanagh, Krisalis boss, "which is 
why we made the change." Don't 
be fooled, though; while MU.-PLC 
may look a lot like Sensi, it plays 
very differently. 

"Sensible Soccer appeals to 
everybody — even those people 
who don't like soccer — because it 
plays a very good arcade game," 
says Tony. "What we've tried to do 
in MU:PLC is still appeal to the 
broad range of people but aim it 
more towards the guy who's a real 
football enthusiast." 

Enthusiasts, in fact, like the 
game's in-house developers. They're 
all keen football fans, something 
which shows in the exhaustive 




FANTASY FOOTBALL 
LEAGUE? 

FIFA INTERNATIONAL SOCCER 
Electronic Arts 

FIFA International Soccer (s considered by many games critics to be THE 
soccer sim of all time, knocking even the estimable Sensible Soccer into 
second place. And it seems that the paying punters think the same • 
released on Mega Drive at the end of last year it soared straight to the 
top of the charts and stayed there, rapidly becoming the best-selling 
game over Christmas. 

Although not quite as fast or arcade-y as Sensi, FIFA makes up for 
this by stunning using of an isometric-3D perspective to depict the 
action, allowing for some detailed, fluid and totally life-like animation 
on the players, complemented by some superbly atmospheric sound 
effects. 

Now, EA haven't actually confirmed that FIFA will be making an 
Amiga outing, but the company is known to have a major Amiga conver- 
sion of a top Mega Drive game in development and due for Summer 
release. EA, from all of us here at The One and on behalf of all our read- 
ers, please, please, please let it be FIFA. Or Jungle Strike. 




range of features the game offers — 
almost every rule and regulation is 
accounted for — and the plethora of 
between-match stats screens, which 
allow the player to perform an in- 
depth analysis of just about any 
aspect of their team's performance. 

During the match you have a 
huge degree of control over how 
your player's perform thanks to 
what Krisalis are calling the Tacti- 
Grid". This allows you to change the 
tactics and playing style of every 
team member individually. And 
according to those who've played 
the game, it works brilliantly. 

AflU:PLC has been in development 
for about a year now — four months 
more than Tony had hoped. "Get- 
ting the realism right has been the 
thing that's taken so long and caus- 
ing the programmers to tear their 
hair out," he explains. "H shows in 
things like the goalkeepers; rather 
than being stuck on the line they'll 
actually come out into the area to 
save the ball. The other thing is that 
players actually play better if their 
stats are better — the stats really 
mean something." 

Phew! Thank goodness for that — 
given that MU:PLC features over 
3,000 players, each with their own 
huge set of stats, it would be a 
shame If all those little numbers 
were going to waste, wouldn't it? 



We'll be giving MU:PLC the full 
once-over next month, so be there 
or be cuboid. 

WORLD CUP 
PREDICTION: 

"My head says Germany 
will win but in my heart I 
don't want them to! I 
think if England had 
qualified they'd have had 
a good chance, to be 
honest." 



PEEP! PEEP! 



FULL-TIME! 

...The last seconds of 
game tick away. There 
you have it — the 
complete guide to all the 
footy games coming out 
on the Amiga this year. 
The crowd are on the 
pitch — they think it's all 
over. It is nowl 
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Winter Olympics is the most heart-pounding, 
knee-trembling sports sim. you've ever had the 
courage to face. 

You're up against the world's greatest winter sportsmen 
in a race of mammoth speeds. Competing in ten spectacular 
snow-capped events, you'll need every last ounce of strength, 
skill and staying power to beat the rest and tame the piste. 
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This Winter's hottest game. 
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Matt was not happy. "I'm getting 
pretty sick of spending my time 
thinking up 'weird' and 'amusing' 
intros," he shouted, "only to have them 
edited and cut down into pathetic diluted 
versions that lack the content of the orig- 
inal. IT JUST WON'T DO!" The meeting 
room went silent. "Oh r I see." said David, 
visibly stunned, "Well, what do you intend 
to do from now on?" Simon looked across 
at David, concerned for his large chum's 
welfare. "It's quite simple/' replied Matt, 
gradually calming down, "I'll just be 
churning out the normal crap and calling 
it — WIP intro." And, of course, he did. 
And, of course, er, it was. 
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David Upchurch gets all dizzy as he spins head first into Acid Software's 
Starwing beater. Super FX? You don't know the meaning of the phrase 
— yet! 



Grandslam slam their Mario Kart-inspired 3D racer into first gear and speed 
off down the road, as The One's very own Simon Byron asks for a lift down 
to the newsagents for a packet of fags 



Matt Broughton and Psygnosis stick flags in a world map. deciding how 
best to kill lots of people without having to lift a finger. I think the phrase 
you're looking for is 'large-scale mindless violence.' excellent!. 



He's PINK, and he's IE. Yes. it can only be Millennium's latest entry into the 
Montreal Rose 'As cute as I don't know what' Awards. Matt Broughton 
journeys to Cambridge and has an enormous beef lasagna when he should 
be reporting live. Git. 



You've watched 'What's Up Doc?' You've marvelled at the graphic delights 
of that computer game thingy. Now experience the real thrill — Simon 
Byron's incredibly well-written WIP on Supervision's stunning-scrolllng- 
runnlng-jumping game. Yes — exciting, isn't it? 



Matt Broughton is the sort of bloke who likes a good top-down, arcade- 
quality, racing game in the Overdrive mould, so who better to look at 
Daze's top-down, arcade quality, er, racing game in the, er... (Snip. Oh 
Dear. - David.) 



EJUIY UNKNOWN 
UBBLE N' SQUEAK 
BY LEA 
IT G 
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Four more young bands from London line up and prepare to shake their 
funky stuff, as our very own Alan 'Fluff' Freeman — Matt 'Chuff' Broughton 
— lets you know all about the Hits and Misses of the month. (Psst. I'm 
talking about Mini WIPs.) 
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Have you got any mates who 
own a Super NES? Yeah? 
And are you sick to death 
with them banging on about how 
ber-bloody-hlliant Starwing is? 
Yeah? And do you wish that you 
had an equally impressive game on 
the Amiga that you could slap in 
their faces to make them SHUT THE 
FLIP UP? Well, as Robin Williams 
said in Mrs Doubtfire (or was it 
Aladdin?), your wish is granted. 

Coming this Easter from Acid 
Software, the people who brought 
you Blitz Basic 2 and Skidmarks, is 
Guardian, an action-packed 3D 
shoot-'em-up for the Amiga that 
makes Starwing look like Psion's 
Flight Simulator on the ZX81 . The 
game is being written by Mark 
Sibiy, the author of Blitz Basic 2, 
and although he's only been work- 
ing on it for four months, it's 
already looking so incredible, when 
he showed it to me I had to pinch 
myself to prove I wasn't dreaming. 

So how did the idea for Guardian 
come about? "I just wanted to do a 
3D game that was actually fun to 
play, like the old C64 game 
Encounter," says Mark. "Most 3D 
games are either serious flight sims 
or driving games, and I wanted to 
combine that look with more 
action-based gameplay." 

It's true to say that there aren't 
that many out-and-out action 3D 
games. Why does Mark think this 
is? "I don't really know," he admits. 
"I guess it's because most people 
who are into 3D tend to be fairly 
serious people who are more inter- 
ested in the simulation side of 
things. But because of Starwing I 
think we're probably due for a 
phase of action 3D games, like that 
Zeewolf, for example [from Binary 
Asylum which was extensively pre- 
viewed last monthJ." 

Mark makes no apologies for the 
rather obvious influence that Star- 
wing has had on Guardian's 
look and feel. He's a big fan of 
the Nintendo game — indeed, 



Acid Software set out to prove that you don't need over-hyped 
custom graphics chips and a hefty price tag to make a top 3D 
action game. David Upchurch prepares to do the Starwing thing, 




This shot is taken from one of the earlier versions of Guardian, where the 
gameplay was fairly linear — here, for example, you're required to negoti- 
ate an obstacle course. The final game is likely to be more free-flowing. 



It's not really 
that hard to do 3D on the 
Amiga — once you know 
how it's done. ■ ■ 

MarkSMy, * * 



action. There won't, for example, be 
any nauseatingly cute woodland 
creatures talking gibberish to each 
other. Also, whereas Starwing 
forced you down a 3D 'channel', in 
Guardian you're allowed to roam 
the game world quite freely. And 
Guardian won't cost you £60 for the 
privilege of playing it, either. 

In fact, in gameplay terms if 
Guardian is inspired by any game 
it's by the classic coin-op Defender. 
However, instead of trying to stop 
the aliens kidnapping humanoids, 
you've got to protect the city's vital 
buildings and installation from 
destruction. Should too much of the 
city be destroyed then you've failed, 
and not only will your homeworld 
be invaded the aliens will eat you. 
Probably. 

Like Defender, each enemy ship 
has its own unique attack pattern 



when the project was in its first 
stages of development it had the 
working title of Sibwing! It's Star- 
wing's simple yet well-designed 
gameplay that Mark admires most, 
rather than the 3D which, by Amiga 
standards, is good but not that 
good. Mark's 3D engine, for 
instance, is much faster than Star- 
wing's, updating at a silky-smooth 
17 frames per second. 

To be honest. Guardian bears lit- 
tle real resemblance to Nintendo's 
game other than that they both 
employ polygons to depict the 




This shot is taken from the most recent version of the game, complete with 
a detailed information panel showing you your score, shield energy left 
and how many lives and smart bombs you have remaining. 
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depending on its type; for example, 
some will make it their sacred duty 
to home in on the player's ship and 
destroy it. while others will concen- 
trate more on levelling the city. 

These similarities to Defender are 
no surprise, actually — Mark is a 
huge fan of the coin-op. In fact, he 
wrote the PD game Oblivion, which 
we gave away on a coverdisk some 
months ago, which is probably the 
Amiga's definitive Defender clone. 
He also wrote the A1 200-only game 
Overkill for Mindscape, another 
excellent Defender-style game. 

Up until now Mark has spent 
most of his time perfecting the 3D 
engine (which we'll come to later) 
and at the moment he's still toying 
with various additional gameplay 
ideas to those above. Although the 
emphasis will very definitely be on 
fast-paced, exciting action, Mark's 
planning some form of task that will 
have to be completed before you 
can move onto the next level. 

At the moment it's likely to be 
destroying alien power generators 
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WHO ARE ACID SOFTWARE? 

Based in New Zealand, Acid Software are the coding 
whizzes behind the stunning Blitz Basic 2 and the equally 
amazing Skidmarks. Originally formed by just two men, 
Simon Armstrong and Mark Sibly, Acid now has representa- 
tives in Europe and America. Acid's HQ is actually in the 
same building as Vision Software, the team that wrote 
Woody's World, and the two often help each other out with 
coding and graphics problems. How nice. 



Blast an alien ship and it won't just 
explode, it'll shatter — into a dozen 
or more fragments that will cascade 
away from the stricken craft. "All 
the 3D objects interact with each 
other," says Mark. "You can actually 
lure the aliens so that they'll crash 
into buildings." 








A close encounter with one of the aliens on a beautiful water world. There's 
some nice humorous touches throughout the game — here, for example, 
you may encounter a shark's fin gliding across the sea surface. 




Why the behind-the-ship view. 
Mark? "I thought it worked really 
well in Starwing," he replies. "In 3D 
games it's very hard working out 
where you are, but with this view 
you can see your ship and the shad- 
ow underneath so it all becomes a 
lot easier." 

dotted about the landscape. Once 
these are eliminated an mothership 
will descend down from space which 
has to be fought in true end-of-level 
fashion. Once that's out of the way 
you'll progress to the next level 
which will be more the same but 
with a different environment to and 
tougher aliens to fight. But this is, 
Mark stresses, liable to change over 
the last few months of development. 

One thing that is pretty definite is 
that Guardian will have no end as 
such; it'll just carry on and on and 
you're aim will be to get as high a 
score as possible — much like in 
Defender, in fact. Mark's currently 
toying with the idea of having a mas- 
sive map-like screen that you can pick 
your way through, so everytime you 
play you can tackle the various lev- 
els in a different order, but again 
that's subject to change. 

Mark is remarkably modest about 
how his excellent 3D engine came 



about. "I got hold of a book which 
had all the basic 3D formulae in it," 
he says, "then a mate of my mine 
showed me how to multiply matri- 
ces together [which, apparently, is 
very important when writing 3D 
code. — Clueless Coder Dave.] and I 
basically taught myself how to build 
a 3D engine from that." 

"It's not really that hard to do 3D 
on the Amiga — once you know how 
it's done. Since the 3D engine drives 
everything, it's just a case of getting 
that right and then adding bits onto 
it." 

That's as may be. but there's still 
no denying that it's an impressive 
achievement, packed with lots of 
subtle but effective graphical tricks. 
For example, although almost every 
Amiga game uses the Copper list to 
graduate the colour of the ground 
and sky, I've never seen one where 
the graduation actually tilts with the 
ship's movement. Mark did try to 
explain to me how he got this effect, 
but it all got very confusing and I 
started to develop a headache so he 
gave up. 

Another nice effect is the moun- 
tains on the horizon, which also tilt 
with the ship's movement. "They're 
drawn using the A1200's 64-pixel 
hardware sprites," says Mark. "All 
the different rotations are prestored 
in memory, and are plotted accord- 
ing to what angle your ship is at." 

And then there are the pulsating 
power-lines connecting the various 
generators, which fade from a light 
colour in the foreground to a dark 
colour in the back... 

"Er, they don't actually — it's an 
optical illusion," interrupts Mark. 
"Because of the shading on the 
ground, which goes from light at the 
top to dark at the bottom, it just 
looks like the tracks are getting dark- 
er as they go into the distance 
because the surroundings are 
lighter." 

Oh Mark, and I thought 
you'd done something really 
clever... 
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"Mmmm, yeah, perhaps I 
shouldn't have told you that..." pon- 
ders Mark. 

In essence the 3D runs in 16 
colours, mainly due to the fact that 
Mark's code makes use of the 
A1200/CD32's dual-playfield mode. 
This allow you to display both a fore- 
ground and a background screen at 
the same time, although with a 
palette restriction of 16 colours on 
each. 

All the objects — ships, buildings, 
trees and so forth — are drawn on 
the foreground screen, while the 
background screen is used to gener- 
ate that tilting sky and landscape 
effect. The benefit of this is that 
since the objects aren't actually 
drawn onto the background, they're 
much easier and quicker to plot and 
remove, speeding up the 3D no end. 

Although Mark is developing 





(Above) There's a strong chance that 
this flight through an asteroid field 
won't end up in the final game. At 
the moment it's a small sub-stage 
between the main planet-bound 
shoot-'em-up action but Mark's not 
sure how well it would tie into the 
overall gameplay. 



Left) Mark has designed all the 
game objects himself using a simple 
3D modelling program he wrote 
using Blitz Basic 2. 



COMING SOONI 

Acid Software's next release will be a budget title by the 
name of Centre Court. Written in Blitz Basic 2, it's a tennis 
game, complete with tournaments, a two-player mode and 
a whole host of other features. It may not look like much 
from the screenshot, but let me tell you that's it's phenom- 
enally playable — they could hardly pull me off it at Acid 
Software. Expect it around March time. 



One of Guardian's more 
recognisable nasties is 
this polygon-based 
scorpion. And it's even 
deadlier than its 
Earthly cousin. Cripes! 





Guardian on an A1200, it's likely that 
it'll appear on CD32 first and then on 
the A1200. "It'd be nice for CD32 
owners to have something on their 
machine first," comments Mark, 
"rather than just another A1200 
port-over." 

Mark is planning to use the many 
buttons on the CD32's joypad for 
making things like accessing reverse 
thrust, smart bombs and such like as 
easy as possible so that the game is 
supremely playable. During the 
game a stirring CD soundtrack will 
accompany the action to help gen- 
erate a tense, exciting atmosphere. 
How the controls will work on a sin- 
gle-button A1 200 joystick has yet to 
be decided, but it's likely the key- 
board will have to come into play 
somewhere along the line, but that's 
never been a problem before. 



Because Guardian's code exploits 
so many of the A1200 and CD32's 
special features, it's unlikely that 
Mark will be writing a version for the 
A500/600. If he did, so much that 
makes the game special would have 
to sacrificed — like the Copper shad- 
ing, the mountains on the horizon 
and, most importantly, the speed — 
that there hardly seems any point in 
doing it. You never know, though... 

Although Mark has no specific 
plans for his next game, it's likely 
that it'll be based around an 
enhanced version of his 3D engine. 
"I really enjoy programming in 3D so 
I'll probably keep on with It," he 
muses. "There's a lot of possibilities 
with 3D..." 

And, as Mark's showing with 
Guardian, those possibilities seem 
endless. 



SNIGGER SNIGGER? 



What's so bloody funny? The game is called SkidMarks, what's wrong with you poms? Not 
only has every Amiga magazine devoted columns of childish schoolboy humour when 
reviewing the game, they seem to have missed the point. The point is that SkidMarks is a 
communications revolution just waiting to happen! 

With a 2400 baud modem, registered SkidMarks racers will be able to compete in our national 
championship. Over the next few months we are fine tuning the comms code and polishing 
another 1 2 competetion tracks to kick the championships off this June. 

And if you haven't already got yourself a copy of the racingest, chasingest,. car game of the 
decade then get your pedal to the metal and race down to your software shop now! 




"A milestone in Amiga games. One of the most playable racers ever... If future BlitzBASIC 
games are as good as this one, we are going to see the Amiga and CD-32 become the games 
machine of the decade... SkidMarks is for Car Racing what Kick Off was to Football." 

CU AMIGA SCREENSTAR (92%) 

"An immensely satisfying experience akin to peeling those stringy white bits off tangerines... 
SkidMarks is without doubt the best racing game I have ever played outside of an arcade" 

AMIGA ACTION ACCOLADE (90%) 

"A no nonsense, adrenalin-pumping racer. SkidMarks is beautifully simple to play. Like 
SensiSoccer, this is a timeless two-player game which is likely to be dragged out of your 

collection time and time again." 
THE ONE (88%) 

"It bring's out those primal competitive urges, better than running around in woods naked and 
banging on big drums. It's packaged payability, it's canned competetion. It is great!" 

FORMAT GOLD (90%) 
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Acid Software 
PO Box 3172 
Hampstead 
London NW1 9XA 
ph 071 482 4066 




BLITZ NEWS 

New AGA support is now 
available for Blitz2. All the 
enhanced display capabilities of 
the AGA chipset have been 
made available to Blitz2 
programmers including 24 bit 
colour control, 256 colour 
screens, super hires horizontal 
scrolling. 64 pixel wide sprites 
and more. 

New GadTools support offers the 
applications programmer access 
to 12 new gadget types including 
sliders, scrollers, listviews and 
palette gadgets. New ASL 
support allows the opening of 
Screen, Font and File 
Requesters in single commands. 

Currently under development for 
release in subsequent BUM 
issues (Blitz User Magazines) 
are: 

" Developers-Pack for creating 

Blitz2 user extensions 
' GadTools design utility 

* CD32 specific command library 

* Highspeed animation language 

* Rerelease of Blitz2 3D 

* 68020 optimized libraries 

If you're programming the Amiga 
and haven't taken a serious look 
at the fastest growing language 
in the industry then do so now! 



WORK I 



PROGRESS 




en 

CO 

>- 

CO 

< 

CO 



cn 



CO 



Grandslam's fantastic car game looks like 
it'll be wheel-y good, reckons Simon Byron 
in his typical crap gag fashion. Yes r it's true. 



■ magine a racing game which has 
I the emphasis purely on fun. Now 
I picture a driving extravaganza 
with comical characters, additional 
weapons and breath-taking 3D rou- 
tines. Finally, consider a game with 
varied terrains and driving condi- 
tions, all wrapped up in some of the 
most intuitive gameplay around. 
Done all that? Good — you've just 
been thinking of Super Mario Kart 
on the SNES. Damn. 

But if I repeated the same instruc- 
tions this May, the title you'd end up 
with would be Bump 'n' Burn, 
Grandslam's attempt to 'do' a Mario 
Kart on the Amiga. It's being coded 
by Pieter Opdam, the programmer 
behind Borobodur, which older 
readers will remember for the way it 
combined a stunning 
3D driving section 
with distinctly average 
platform antics, 
resulting in atedious, 
if attractive, gaming 
experience. 

"A comment that 
kept popping up in 
magazine reviews of 
Borobodur was 'If 
only they'd stuck with 
the 3D bit...', confess- 
es Pieter, "so after 
generating a 3D routine for a project 
called Fort Kuwait [which has since 
been shelved], I decided to have a 
go at a full-blown driving game. 
"The routine for Bump 'n' 8urn is a 
lot faster than Borobodur's and has 
more detail on-screen. I just hope 
reviews of this game don't pro- 
duce lines like 'If only they'd 
put a platform bit in it'!" 



The game allows you to pick one 
of seven characters and compete in 
the eponymous Bump 'n' Burn tour- 
nament. These races are lax affairs 
with participants being able to use 
any means available to hinder their 
opponents. What this boils down to 
is the need for out-and-out devi- 
ousness as you collect additional 
weapons and attempt to force other 
vehicles off the road. Your overall 
objective is to defeat the evil Count 
Chaos, who has remained champion 
since the tournament began. 

Bump 'n' Burn originally began 
life as an idea for a potential licence 
as Russell Kerrison, the game's pro- 
ducer, reveals: "We were trying to 
get hold of a licence and had 
already began work on the charac- 
ters, but we 
soon decided 
that the 3D 
engine Pieter 
had created was 
so strong the 
game could 
stand up on its 
own. I think the 
game works 
better now 
because we're 
not restricted 
by contracts 
and licences." 
The development team behind 
this stylish racer make no bones 
about their inspirations. "We're all 
big fans of Super Mdiiu Kart," 
admits Steve Sargent, one of the 
Grandslam posse, "so we decided to 
try and do a similar kind of game on 
the Amiga. We wanted loads of 
gags, plenty of stupid weapons and 




(Above) Hey, guess what everybody? 
Yes, There's a special Ice Level within 
Bump 'n' Burn so you can expect — 
nay, demand — all kinds of inertia- 
induced tomfoolery. Roadside 
objects such as these snowmen 
ensure that the route never looks 
too sparse, as well as providing 
something to crash into. 



(Above) The Bump 'n' Burn tourna- 
ment can be played in two ways; by 
being an honest chap and letting 
your skillful driving do all the talk- 
ing, or by driving over the stars to 
collect new weapons and using 
them to hinder anything in front of 
you. Grandslam are adamant that 
you can decide how to race and 
have refrained from 
forcing players ^ 
into a particu- 
lar racing 
style. 




£ £ We don't think 
this kind of game 
has been done that 
well on the Amiga, 
and we're going to 
put that right, m ^ 

Steve Sargent, 




So what makes the game so special? "There has never been a cute driving 
game like Bump 'n' Burn," thinks Pieter, "which Is what makes it that bit 
different. The amount of roadside objects being displayed gives it a unique 
graphical feel and there are loads of different traps and hazards in every 
single level." 



lots of hilarious animations. We 
don't think this kind of game has 
been done that well on the Amiga, 
and we're going to put that right." 

However, the team may have 
been a bit optimistic when they set 
out to create a perfect Mario Kart 
clone, as Russell reveals. "Because 
the Amiga has no equivalent of the 
SNES' dedicated sprite-scaling chip, 
there's, no way we (.an du a proper 
Mario Kart game. 

"The SNES game allowed you to 
virtually roam where you wanted to, 
and would have no problems with 
working out exactly where you were 



and keeping the screen update con- 
sistently fast. Unfortunately, doing 
this on an Amiga — to the extent 
it's been done on the SNES — is vir- 
tually impossible." 

Once the team had realised the 
limitations they were working with, 
they quickly set about re-evaluating 
the features they could include in 
Bump 'n' Burn. 

"Whai we've done Is taken what 
we consider to be the best elements 
of Mario Kart — the characters, the 
weapons system, that kind of thing 
— and adapted litem into some- 
thing that can be implemented on 
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PROJECT: Bump W Burn 
PUBLISHER: Grandslam 
DEVELOPER: Pieter Opdam 
(programming ft graphics); Renier 
Van Vlict (music); Russell Kerrison 
(producer ft game design); Paul 
Chamberlain (production 
controller). 

INITIATED: March 1993 
RELEASE: Nay 1994 



(Right) When two players enter the 
Bump 'n' Burn tournament, the 
screen divides into two equal areas 
portraying both player's actions 
simultaneously. You can opt to form 
an all-conquering alliance and wipe 
the floor with the opposition, or 
fight each other just for the hell of 
it. The choice, as they say, is yours. 





"We've kept the same wacky style we originally intended. We spent a long 
time looking at cartoons to work out what makes a character 'work' and I 
think the amount of research we did has paid off," smiles Russell. "The 
original graphics, about three or four levels, were created by Pieter, but 
everybody at Grandslam has given ideas and suggestions." 



the Amiga," says Russell. "So we've 
got loads of different races, hidden 
tracks and plenty of bonus features." 

An important aspect of any driv- 
ing game is the speed of the screen 
update. After all, it's no use making 
a racer look as realistic as possible if 
the road scrolls by at one frame per 
minute, is there? Oh no. 

So you'll be pleased to know that 
even with the amount of detail 
Bump 'n' Burn displays, it still shifts 
at a blistering pace — so much so 
that Grandslam have deliberately 
slowed the game down. 

"The speed of Bump 'n' Burn is 




"I'm pretty pleased with the way the 
Futuristic level plays," offers Pieter. 
"There's a complete lack of gravity 
so your car bounces all over the 
place, making this race totally differ- 
ent to all the others. It took a bit of 
time getting all the parallax working 
properly, but it was worth it." 



something that all the guys here have 
mentioned and we're definately 
going to slow it down a bit," states 
Russell. "Not to Buggy Boy's speed, 
but something more much playable. 
However, I want to include the full- 
speed version so that if you manage 
to complete the game you'll get to 
race over all the tracks again but a lot 
faster. A lot of American games do 
this, but not too many English ones." 

Pieter is optimistic about his obvi- 
ous talent and finds it hard to explain 
exactly how he managed to create 
such a speedy 3D routine. "I don't 
know how I did it." he shrugs. "It's 
currently updating at 25 frames per 
second, which is about the same 
speed as the first couple of Lotus 
games, but Bump 'n' Burn has more 
background objects. When the game 




is being played by two players, there 
is a slight slow-down but I'm hoping 
to optimise the code to negate this." 

Ah yes, the two-player mode. Like 
all decent arcade racers. Bump 'n' 
Burn will allow your mates to join in 
for some split-screen action. When 
there is only one player participat- 
ing, you can select either a full- 
screen display or one which shows 
the map of the course so you can be 
forewarned of any hazardous cor- 
ners or tricky sections containing 
damaging obstacles. 

Although the game is graphically 
comparable to one of the Lotus 
games, it actually plays a lot differ- 
ently. In fact, elements from Power- 
drift, Outrun, Buggy Boy and, of 
course, Mario Kart are all apparent, 
forcing the player to constantly 
adjust his tactics in order to stay one 
step ahead of the chasing pack. 

"With something like Lotus, 
you're basically overtaking and rac- 
ing against the clock," reckons Rus- 
sell, "but Bump and Burn's more 
about bashing the other vehicles 
around and collecting additional 
weapons. Some of the levels will be 
a bit like Outrun in so much as you'll 
need to reach checkpoints within a 
certain time in order to continue 
play; others will be simply complet- 
ing the required number of laps 
within the fastest time. It's a real 
mix of gaming styles." 

All the features the game con- 
tains are a result of lengthy brain- 
storming sessions by everyone 
involved with Bump 'n' Burn, as 
Pieter details: "I sat down at the 
start of last year with all guys from 
Grandslam and thrashed out a sto- 
ryline for Bump 'n' Burn. As we chat- 
ted, people kept chipping in with 
ideas for new features which we dis- 
cussed and evaluated. Any good 
ones which were technically possi- 
ble have made it into the game." 

At the moment, the game is in a 
state of flux as new features are 
added and the gameplay tweaked. 
Certain things like the position of 
the information on-screen and the 
way weapons are collected are 
being constantly altered, so don't be 
surprised if the game looks slightly 
different when we review the final 
version. However, one thing's for 
sure: if the finished game plays half 
as well as the preview version we 
saw, Grandslam are onto a 

sure-fire winner, watch out 

for a full review soon. 
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Matt Broughton thinks up a really amusing intro to the IMP about Psygnosis's sequel to 
the popular oldy Armour-geddon. But you'll never get to enjoy it r because he couldn't 
be bothered to type it in. 



e 



Sequels are dangerous things. If 
the original was brilliant peo- 
ple are just dying to attack the 
follow-up, and if the original was 
crap people won't even consider 
looking at the follow-up. What's a 
guy to do? Well, probably the best 
thing is to just not worry about the 
consequences and produce the best 
game you can — which is exactly 
what Psygnosis is attempting with 
Armourgeddon 2. 

The original Armourgeddon is a 
few years old now but is still remem- 
bered fondly by lovers of 
strategy/action games. It was one of 
the first games where you could plan 
major military offensives, and then 
hop at will into any of the battling 
vehicles and take an active part your- 
self. It was also an interesting game 
technically, rendering the battle 
zones with impressively speedy vec- 
tor graphics. 

Paul Hunter was part of the two- 
man team that produced the origi- 
nal, and was thus an obvious candi- 
date to work on the sequel. Most of 
A2's game design was due to Paul. "I 
was down at Psygnosis for a while 
asking some of the games testers if 
they had any ideas for improve- 
ments/' he says, "but there's basi- 
cally only one other guy [Nick Bur- 
combe] who helped with the game 
design." 

The original Armourgeddon sold 
reasonably well, something that Paul 
reckons was mostly due to the fact 
that it was probably the first vector 
game that allowed you to control 
lyiore than one type of combat vehi- 
cle at once. However, when game- 
play criticisms came through from 
America, it was decided to produce 
an upgraded version — a sort of 
Amourgeddon V1.1. 

"I worked on producing an 
upgraded version for about three 
months," says Paul. "But because the 
specification was constantly 
changing so much, Psygnosis 
then decided to go for a full 
rewrite. I've been working on it 





You need to be constantly developing and manufacturing vehicles to add 
to the war effort, and here's where you do it. You h»v» a finite number of 
scientist that can be allocated to various tasks and, fairly obviously, the 
more on one team, the faster that project will come to fruition. 



(Above) One of the first things to 
be done in any game of this genre 
is, of course, to build up some awe- 
some squads of aggressivo units. 
From here you can select what vehi- 
cle types you want in your 'team' as 
well as arm them in any way you 
see fit. You have pretty much free 
range as far as weapon selection 
goes, but you'll need to keep your 
R&D department well funded if you 
want to maintain decent supplies of 
weapons and units. 

now for about eighteen months, 
though I have been doing other 
things during that time." 

At the time of writing, there's lit- 
erally a few weeks of work left on 
A2, mainly hunting out the last few 
bugs and tweaking the gameplay to 
get it 'just right*. 

"The main problem has been try- 
ing to get the thing to run with the 
operating system still intact so that 
you can install it to hard drive and 
things like that, " comments Paul. 
"I've also had quite a few problems 
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(Above) Look at those brilliant graphics! I expect you'll think they're even 
better when you get to see a fully-operational version. 
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It's not all 3D. you know. You can step back from the world of vectors If 
you feel more comfortable with good old 2D. and use the various tactical 
and statistical data to plan your campaign. The overall map area in 
Armourgeddon 2 is roughly ten times larger than that of its predecessor. 



with the Amiga 4040s. and still have 
in fact. I don't know what it is about 
that machine, but it just doesn't 
want to run the game properly. Luck- 
ily, I don't think there are many 
4040s around. The market really 
demands that you go for the big 
numbers, which means that it's got 
to run acceptably on an A500 really 
— if it doesn't, it's just going to kill 
the sales." 

Though Paul has obviously picked 
up some new techniques since the 
original was written, the logic behind 
the programming has remained 
much the same. 

"I can't say for definite that there 
isn't any of the original code in there, 
but I've totally rewritten the 3D 
engine and virtually everything else 
really," says Paul. "The polygons in 
the original were all drawn purely by 
main processor, whereas now I've 
employed the Blitter instead. The 
techniques for clipping polygons still 
use the same algorithms as the orig- 
inal, even though the actual code has 
been rewritten to try to optimise it." 

As far as the game concept goes, 
Paul really wanted to make the 
sequel more mission-based than the 



original was, as well as improving 
the overall speed and making the 
game larger. 

"The original game wasn't too 
bad on the ST," admits Paul, "but 
what with it being a conversion onto 
the Amiga it was sort of 'thrown 
together' and was quite slow really. 
It's not gone quite as well as I want- 
ed it to in the 'missions-based' 
respect, so now there's only effec- 
tively two categories of missions — 
you're ultimately always going to 
capture something or destroy some- 
thing. Some missions will say that 
you have to go through a building to 
capture people, but effectively you're 
just capturing that base." 

"You'll initially be given just one 
mission, but as that's completed 
you'll be given further information 
about the next. Quite often you'll 
have two missions on the go at once, 
and though some are critical to the 
completion of the game others are 
more auxiliary. 

"You can, in fact, complete mis- 
sions without knowing it. because if 
you happen to destroy a particular 
base while you're moving around, it 
may turn out to be a later mission in 



PROJECT: Armourgeddon 
PUBLISHER: Psygnosis 

DEVELOPER: In-house: Steve Riding (project manager); Paul Hunter 
(game design ft programming); A. Ingram. S. Osypanka ft M. Edmundson 
(graphic design); Nick Burcombe (additional game design) 
INITIATED: Autumn 1992 
RELEASE: March 1994 



itself. When you actualjy get to 
where that mission would have 
been, you'll be told that it's com- 
pleted already. I think there's about 
20 missions in all, some being sim- 
ple like capturing a base, with other 
more involved tasks that might 
require you to destroy three installa- 
tions within 20 kilometres of a set 
area." 

The number of vehicles at the 
players disposal in A2 has been kept 
the same as the original, but the map 
size for the game is about ten times 
larger. The number of 3D objects 
that can be physically active in the 
game is about 130, and because of 
the way the game plays you'd have 
to be a phenomenal pilot to have 
more than two craft under your con- 
trol at once anyway! So how neces- 
sary are the various vehicles to the 
gameplay? 

"I would say that half the vehicles 
are just in there for you to mess 
around in," says Paul. "To complete 
the game you could easily get away 
with using the fighter, bomber and 
heavy tank or something like that. 
Most of the weapons are quite use- 
ful though. 

"It's only really over the last few 
weeks that I've started playing it and 
realising that there are certain 
weapons that might be less efficient 
killing-wise, but the fact that you can 
manufacture them a lot quicker and 
fire a lot more of them at once 
means that they're quite useful for 
hitting ground installations and that 
kind of thing. I'd say that about 90% 



of the stuff is really useful. Most of 
the things in there are good fun to 
mess around with, though." 

As far as fitting it all in goes, 
Paul's pretty happy with the way 
things have turned out, with the 
only real missing element being the 
inclusion of graduated horizons that 
the original spec called for. 

"It's just a problem trying to get 
the palettes set up so that you've 
got enough various shades of blue 
— we were really limited, so it didn't 
end up going in. Having to program 
it on a low denomination machine is 
a bad thing, because I'd have liked 
to have done it on an A1200 using 
the AGA chipset or a nice 256 
colours. 

"I think that the Amiga processor 
is a little bit underpowered, even the 
A1200, because we write things on 
the 486 PC and you see how fast 
things are, and then convert it and 
think 'God, what am I doing on an 
Amiga?' It's quite difficult to say 
what bits of the program I'm par- 
ticularly proud of because I've been 
on the project so long — I'm quite 
fed up with it now! I'm pleased with 
the speed; I don't think I could have 
got it any faster without researching 
how to do 3D techniques from 
scratch!" 

And are there any plans for an 
A1200 specific version? "I don't 
think so. Mind you, if Psygnosis 
wanted to pay me to do it..." 

Programmers, huh? Can't live 
with 'em, er, can't live with 'em. I 
don't think. 
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Obviously not quite as visually impressive as some of the other shots 
on the page but I bet this screen is useful nonetheless. 
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PROJECT: Pinkie 
PUBLISHER: Millennium 
DEVELOPER: Data Design: 
Stewart Green (game design); 
Scott Williams (game design ft 
programming); John Court (graph- 
ics); Darren Wood (sound). 
INITIATED: January 1991 
RELEASE: March 1994 



'm not going to beat around the 
bush with a clever and 'amusing' 
intro because, to be quite frank, 
I've got tons to tell you and not much 
space to do it in. 

So let's just assume that I was 
incredibly funny and get down to 
business. Okay. In Pinkie, the new 
game from Millennium, the epony- 
mous cute character wants to save 
the dinosaurs and so must collect the 
dino eggs that are scattered over the 
puzzle- and platform-heavy levels. To 
help him do this he's equipped with 
an bizarre spacecar-type thing, with 
which he can perform all sorts of 
weird and wonderful manouevres. 

Pinkie may have a similar 'cute- 
ness' to, say, James Pond, but he 
didn't start out that way — and if 
you don't believe me, take a look at 
some of the early character designs 
shown elsewhere in this Work In 
Progress. One of the men responsible 
for Pinkie's appearance is Data 
Design's boss, Stuart Green. 

"Pinkie himself and the overall 
game design was created by myself 
and Scott Williams (designer and pro- 
grammer of Krusty's Super Fun 
House]," says Stuart. "We've been 
friends for years and have worked on 
a number of projects together. We 
sat down and thought about what 
we liked in different games and 
decided that we wanted to make a 
game that was as playable as Mario, 
with little puzzles and everything in 
there, but also wanted it to be a bit 
different graphically — so we 
thought up the character Pinkie." 

As the concept evolved, so did 
Pinkie's appearance, which was con- 
tinually modified throughout the 
game's development. Over a period 
of six months, more and more 
little touches were added, 
from different legs and 
arms to shifting his eyes 
around his face, until 
the team eventual- 
ly ended up with 
the Pinkie that 
they have now. 






Though the awsome power of screenshots doesn't quite stretch to 
showing you the full-screen animation, the effect of all this pulsing 
stuff is strange to say the least (and you'll have to take my word on 
that). In contrast, the general look of the game is that of a peaceful and 
distinctly pastel land — not forgetting a snow level in there somewhere. 
With slippery platforms, no doubt? Just in case you're wondering, yes. 
Pinkie always has this silly look on his face. Just like David. 



£ £ The whole 
idea with the bad- 
dies is that they 
should cause you 
problems, not 
kill you. |J ^ 



Pinkie's 



Stuart explains the original 
thoughts behind Pinkie's character 
and the game as a whole: "All we 
really knew was that we wanted 
something a bit different, but then 
we got this idea for a game with 
opposites. So we came up with the 
Pinkie's spacecar. It's a really strong 
and powerful and hard vehicle, but 
as soon as you get out of the ship 
you [i.e. Pinkie] are extremely vul- 
nerable. 

"To make the main character 
weaker, we made him pink because 
we thought that it looked very vul- 
nerable. We also wanted to make 
him big and bubbly — not hard and 
armoured — and so gave him big 
eyes to add a cute element." 

Because of this idea of vulnerabil- 
ity. Pinkie himself is relatively limited 
as far as abilities go but, as already 



mentioned, his vehicle is meant to 
be exactly the opposite. With this in 
mind, the team went to town 
designing his super-car. 

"The first main idea we had was 
for an armour-plated vehicle which 
would be extremely tough, but we 
definitely wanted a gadget ship. We 
wanted something that was a bit 
more than just a square sprite, so 
we made it so that there are gad- 
gets flipping up and popping out of 
the vehicle. It meant that it was 
much more exciting and had more 
going on." 

The car boasts a veritable feast of 
toys, being able to fly on helicopter 
blades, roll on wheels, punch with a 
huge boxing glove, swim with flip- 
pers and so on... and so on... "We 
ended up getting quite carried 
away." admits Stuart, "and we've 
still got a lot more ideas for it. Luck- 
ily, Millennium has agreed to do a 
Pinkie 2, so a lot of those ideas will 
be carried over to that project." 

It actually got to a point where 
the team realised that there were 
too many options. As the levels 
were designed and puzzles were put 
in, they noticed that if they put in 
helicopter blades Pinkie would be 
able to go just about anywhere and 
bypass most of the puzzles. So they 
decided that it would be nicer to 
limit what the player could do. 
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Not satisfied with James Pond, 
Millennium create yet another 
'lovable cutesy character'. Matt 
Broughton reports live from Cam* 
bridge on the game that people 
are already calling 'Pinkie'. 
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"Most games don't have the vari- 
ety of moves that this does, and we 
decided that if you put in a hundred, 
then putting in two hundred doesn't 
make the game any better — they 
just become 'another move'. So we 
limited the number we put in there, 
just for design's sake — not because 
of memory." 

On the subject of memory. Data 
Design have broken the mould of 
our WIPs by being one of the few 
companies that doesn't have tales of 
woe regarding lack of memory. 
How? Why!? 

"Data Design has been going 
seven years [Scott's been going five] 
and we've done about twenty pro- 
grams so far. As a result, there are 
a lot of techniques we've picked up. 
We squashed Robocod onto the 
Commodore 64 — all the levels and 
everything — and we still managed 
to fit it into that machine's 64K 
memory, so we're very used to com- 
pression routines. All the graphics 
have also been designed to be com- 
pressed down easily." 

Although the game is being writ- 
ten concurrently for five different 
machines, it's being developed pri- 
marily on the Amiga. Even though 
Data Design realise that the consoles 
are where the bigger sales are, they 
find the Amiga a more accessible 
machine and easier to write on. This 
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(Above) There's an unspoken law that 
says you can't have a WIP without a 
shot of some of the animation 
frames, so here it is. 

cross-format progamming not only 
leads to a console-ish 'way of think- 
ing' but it also gave the team some 
interesting ideas. 

"The game's designed to be very 
console-orientated, in the sense that 
it's not a 'go out and shoot every- 
thing, kill everything' game," says 
Stuart. "Nothing dies in the game; if 
you jump on something's head, it 
falls asleep and wakes up later. The 
whole idea with the baddies is that 
they should cause you problems, not 
kill you. 

"One thing we did decide was 
that with so many games having 
enemies that moved in a very fixed, 
illogical way we wanted to have one 




Data Design wanted to include the sort of end-of-level guardians that would 
make people go WOW! It seems normal to include baddies that are just four 
sprites high by four sprites wide, but DD wanted to go one step better (well, 
several steps better really) by making their nasties anything from a screen 
to five screens big. WOW! (See? It worked.) 
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main alien on a level that did a lot of 
things intelligently, rather than have 
twenty or so just moving left and 
right." 

One of Stuart's favourite console- 
inspired features is an alien level 
where the entire background ani- 
mates like a pulsating blood vessel. 
This was achieved using a different 
method of printing the screen, where 
the whole display is treated like a 
grid of blocks which is constantly 
updated. 

That said, for the most part the 
game has more basic backgrounds 
than we're used to on the Amiga 
nowadays, but there is a reason for 
this, as Stuart explains: "The game is 
more plain-looking than usual 
because we started putting a lot of 
detail in, but then when we started 
going round and showing people 
they liked it looking more simple and 
pastel — they liked the fact that the 
mountains had flat colours and 
rounded edges." 

By avoiding complicated back- 
grounds and parallax effects, the 
team were also able to concentrate 
on other areas of the graphics. "The 
game could be faster," admits Stuart. 
"It's not an arcade game that whizzes 
along at fifty frames a second with 
the fastest, smoothest parallax ever. 
Yes. we've lost the parallax, but that 
allows us to have 32 colours on- 
screen at once, rather than just 16, 
and when you see things like all the 

(Right and below) This is how Pinkie 
looked when Data Design first put 
pen to paper. The changes between 
this and his final form aren't that 
major In themselves, but they radi- 
cally alter the way you perceive the 
character — he's now much rounder 
and softer looking. 




As mentioned, Pinkie's little car is 
more than versatile — even Chitty 
Chitty Bang Bang would get a com- 
plex next to this thing. One of its 
many features is the ability to rise 
vertically on a stilt, and then put 
out 'arms' to grab onto side blocks. 
This allows Pinkie to park his car 
and get out at higher levels. 

background animating completely, 
the effect looks a lot different to any 
of the normal things you're used to 
seeing." 

The CD32 version also looks to be 
something special, with thirty tunes 
already written along with a host of 
cartoony sound effects to boot. The 
team are hoping that most of this 
will fit onto the floppy version, but 
are looking forward to the extras 
that will be possible on the CD. 

"We're having some more cartoon 
animations done for the CD32 ver- 
sion. With CD, most people are 
going for extra colours, but we're 
going for 16-colour spot animations 
that will be scattered throughout 
the game, so that when you fly to a 
new planet there's actually a cartoon 
showing you on the journey, or 
when you meet an end-of-level 
guardian you'll get a cartoon of 
Pinkie coming face-to-face with the 
baddy." 

What guardians? You mean, I 
haven't mentioned the ones that are 
up to five screens high? Well, you 
know what it's like. So much to tell 
and so little room! 
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Phew crikey! The star of TV's What's Up Doc? is set to make his Amiga debut. Simon 
Byron takes a look at the Pat Sharp Simulator... (Er r you've got it all wrong... — Dave). 



IT) 

o 



i 

e 



PROJECT: Hugo the Troll 
PUBLISHER: Supervision 
DEVELOPER: Interactive 
Television Entertainment 
INITIATED: November 1993 
RELEASE: May 1994 



I'm fed up with the way Simons 
are portrayed on TV. and Satur- 
day morning's What's Up Doc? is 
the most guilty of all. That unfunny 
ugly guy with bits of bog roll stuck 
to his face really does take the bis- 
cuit. When will people realise that 
not all Simons house a spot epi- 
demic and have an IQ less than their 
shoe size? They read too many com- 
puter games magazines, that's their 
trouble... 

Anyway, if you ignore the inane 
Simon references, there are at least 
a couple of things worth tuning in 
to What's Up Doc? for There's Bat- 
man: The Animated Series for 
starters, which is always pretty fab. 
And, if you've been paying attention 
recently, you will have witnessed the 
English TV debut of a talking troll 
named Hugo in his all-new play-by- 
phone computer game. 

Yes, Hugo the Troll is a new kind 
of interactive computer game. Sat- 
urday morning kids' shows have 
dabbled in this area for some time 
but none have been as impressive or 
executed as well as Hugo. Indeed, as 
you'll be aware from our rather 
enthusiastic coverline, we reckon 
that Hugo the Troll features the best 
graphics ever. Until we change our 
minds, that is. 

Hugo's gameplay is ideally suited 
to TV shows. There are two 
basic scenarios: one where 
Hugo must career down a rail- 




way line avoiding the locomotives 
heading the opposite way; and 
another where he must ascend a 
mountain, collecting bags of bounty 
and dodging boulders and holes. 

Let's examine the train sub-game. 
You're given an overhead map of the 
route ahead displaying positions 
where Hugo can switch tracks to 
avoid the on-coming trains. The 
game will indicate whenever a deci- 
sion needs to be made and by press- 
ing the relevant key pad on your 
phone, you can instruct Hugo to 
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(Above) Hugo's first mission is to 
journey to the mountain on a hand- 
cart, avoiding all the oncoming trains 
by switching tracks whenever the 
need arises. The overhead map to the 
right of the screen gives a better pic- 
ture of what's going on, but the 
main display is the real crowd-puller. 

(Left) "At least twenty people have 

boon working on Mngo The Troll," 

reveals Bo. "as well as a number of 
freelancers." Blimey, it's been a long 
time since the Amiga has been troat- 
ed to a game created by a team that 
big. But when you see the game in 
action, you can begin to realise 
exactly why. 
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travel exactly wherever you want. 

Earlier on I mentioned that Hugo 
has only recently arrived in England. 
Bo Tuxen, the game's International 
Sales Manager, explains all: "Hugo 
started off in Denmark. He's been 
running on Danish TV twice every 
Friday since September 1990. 

"My boss at the time was asked 
to look into whether or not a game 
could be run in a TV studio but con- 
trolled by a viewer over the phone. 
He then began contacting a few peo- 
ple who knew more about the way 
phones worked and it was decided 
that it was possible. 

"The game we came up with was 
called Oswald, which was a success 
but not as big as we hoped. Oswald 
was a bear and he jumped around 
from iceflake to iceflake, avoiding 
enemies such as eskimos and 



whales. It wasn't a very advanced 
game, which is why I think it didn't 
catch on as well as we hoped. 

"In the Summer of 1990, the TV 
company decided they wanted 
another game, so we sat down to 
design something totally revolution- 
ary. And so Hugo was born." 

The character was designed from 
scratch by the ITE team and has 
become so popular that in 1 992 25% 
of the Spanish population tuned in 
to witness his antics, a viewing fig- 
ure which has remained unsurpassed 
to this very day. Along with Britain, 
he's currently on air in France, 
Turkey, Finland, Sweden, Norway, 
Slovenia and America. And as from 
this month, viewers in Israel and Ger- 
many will be able to experience the 
phenomenon that is Hugo. 

Of course the game's main pulling 
point is its breathtaking visuals. I 
know it's an over-used phrase, but 
static screenshots really don't do any 
justice, really they don't. I'd advise 
anyone to try and see the TV show if 
only for a demonstration of what 
they can expect when the game is 
released. 

It may be worth pointing out that 
the TV version is running on ITE's 




(Left) It's unlikely that Hugo will 
make it onto the consoles due to the 
amount of memory it needs to run, 
as Bo explains: "The system we are 
currently using executes Hugo from 
RAM [sound painful!], and it takes 
up 64Mb to do this, so you can see 
that Hugo isn't for every computer!" 

(Below) Once he's managed to reach 
the mountain, Hugo must travel this 
twisty path. Every now and again, a 
boulder or a hole wilTappear. neces- 
sitating some quick reactions if you 
intend to reach the top in one piece. 
The platforms to the left support 
bonuses but it's up to you whether 
or not to go for them. 




custom-built computer called System 
3000, but Bo is confident that the 
Amiga game will look virtually iden- 
tical. 

"The graphics originated on the 
Amiga but the machine we're using 
to execute the program on TV is a 
specialist computer designed by our- 
selves. We've had to cut down the 
graphics slightly for the Amiga, but 
we're trying to keep the two versions 
almost identical. Obviously it isn't 
possible to make them exactly the 
same, but we're doing our best. All 
the huge 3D sprites will still be in 
there and the game will run only 
slightly slower than the version on 
TV." 

When you consider that System 
3000 costs 5100,000 and is the size 
of a domestic fridge, minor differ- 
ences between the two versions are 
suddenly more acceptable. "On a 
standard Amiga 500 it will be very 
good," adds Bo. "The only problem is 
there will be a lot of disk accessing, 
but if you have enough RAM the 
game will load directly into that and 
you won't have to wait around." 



(Below) The team at ITE use the term 
'cartoon-a-like' to describe Hugo's 
fantastic visuals, and you can see 
why. The TV version actually includes 
speech, but it's unlikely that this will 
be included in the floppy version due 
to the amount of memory samples 
take up. 



(Above) Hugo The Troll will come on either five or six disks, depending on 
how well the data can be compressed. The game will feature both the train 
scenario and the hillside game, and ITE will be looking into the possibility 
of releasing data disks at some stage in the future. 
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Because Hugo only allows 
gamers to make decisions at spe- 
cific points in the action, many will 
compare it to Dragon's Lair, a game 
often criticised for being too limit- 
ed and too easy. The game displays 
your options on-screen and by 
pressing the relevant number on 
the keypad of your phone or com- 
puter, or moving the joystick in the 
appropriate direction, you can 
inform the program what you want 
Hugo to do. 

Obviously this isn't the most 
impressive piece of jiggery-pokery 
when you're playing the game on 
your Amiga, but the technology 
needed to make this work is quite 
complicated. Well, I expect it Is, 
because Bo wasn't revealing any- 
thing. 

"That's our secret," he grins. 
"Our system translates the tones 
into some kind of on-screen action, 
but that's as much as I'm prepared 
to give away. Basically, we're not 
telling anyone how it works." 
Oooh, I was only trying to be inter- 
ested. 

The limited nature of the game- 
play makes it easy for kids to play 
and ideal for play-by-phone chal- 
lenges, but whether or not it will 
appeal to the older generation is 
still anybody's guess. However, if 
the commercial release is received 
as well as the TV version, the game 
will go down a right monster 
storm, whatever that means. 

"If you look at the TV side, Hugo 
is just as popular with the older 
folks as he is with the kids," reck- 
ons Bo. "It depends a little bit on 
how he's presented. Some coun- 
tries, like Britain, show the game 
during kids' programmes but in 
other countries he's on at 8 o'clock 
in the evening." 

Supervision snapped up the 
rights to the Amiga version when 
they saw the game on foreign TV 
and will be publishing the game 
with a mid-price point in May. "I 
knew ITE years ago, even before 
they'd started work on the charac- 
ter," says Chris Stevens from out of 
Supervision. "I've seen the project 
grow from conception and so was 
able to recommend that we nego- 
tiate the rights to publish the 
game." 

It has to be said that for sheer 
blow-your-socks-off impres- 
siveness. Hugo The 
Troll could well 
become the standai 
by which all an 
judged. How well the 
game plays, though, 
is a different matter 
but I'm sure the team 
wouldn't invest all that 
time, effort and money 
into something which 
plays like a dog. 
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PROJECT: Turbo Trax 
PUBLISHER: Daze 
DEVELOPER: Arcane: Steve lies 
(managing director); Andy Coates 
(programming); Mark Wortham 
(graphics). 

INITIATED: Autumn 1993 
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RELEASE: April 1994 



Matt Broughton has a small silver Vauxhall Cavalier. It doesn't 
work very well. But Arcane Software might just have the answer 
to his prayers... 



For many people. Team 17's 
Overdrive was a major disap- 
pointment. In honesty, I was 
one of them. It's not generally the 
genre that I get extremely frothy 
about, but a certain budget game 
by the name of Nitro got me and a 
bunch of mates well and truly 
hooked a year or so ago, and since 
then we've waited, as have many 
others, for an all-singing, all-danc- 
ing 90's version. Overdrive was very 
nearly that game, but was hindered 
by a lack of variety and a frantic 
pace. Well, here come Arcane, a 
brand new software label, who 
think that they may just have the 
answer — Turbo Trax. 

The game is billed as an arcade- 
quality, two-player, head-to-head 
racing game, with a trunk load of 
special features 'packed under the 



bonnet'. We know the format well, 
but Arcane promise the injection of 
atmosphere and playability that 
they feel Overdrive was missing. 
Steve lies, Arcane's MD, speaks to 
The One: 

"We wanted to do a top-down 
racing game, so we looked at Nitro, 
Micro Machines, Overdrive and even 
went back to the Spectrum and 
looked at old (but playable) games 
like Tranz Am. In all cases we 
thought 'What can we do to 
improve on playability?' I think Over- 
drive's graphics suffered from a lack 
of atmosphere because there was no 
shadow - everything was on the 
same level. 

"We've tried to make this game 
look and feel like a Capcom arcade 
machine, basically because we've 
got a guy called Kevin Williams who 
does a lot of our storyboards and 
he's an ex-Capcom developer. With 
his ingenuity we have the power to 
do a really good arcade game on the 
Amiga." 

Many reviewers of Overdrive were 
upset that they couldn't have a split- 
screen version, but this was due to 
the general programming stance 
that says you can't split the screen 
on a game that fast because you 
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can't see what's coming up. Arcane's 
programmers did toy with a split- 
screen version of Turbo Trax but it 
became instantly unplayable. As a 
result, the team decided that a 
machine-to-machine link was the 
only way to produce a really 
playable two-player game. 

This also meant that they could 
spend time developing the comput- 
er-controlled cars' intelligence. The 
finished game will feature three 
opponents and though the team 
have only just started to really get 
into the intelligence routines, the 
cars will learn from how you react 
on track. 

"The intelligence is based upon a 
Scalectrix theory [i.e. the cars run on 
any of a set number of lanes] so we 
build a map, put this map into what 
we call the intelligence editor and 
then put down ley-lines around the 
map. The computer cars then have 
the option to jump from line to line 
depending upon what the hell's 
going on on-screen. 

"This means that if you bump an 
opponent into the side, he'll go back 
onto the nearest line and 
then choose another 
line to continue 
the course. 
The lines are 
only there for 




guidance; the cars will decide exact' 
ly what they want to do depending 
on what action's going on." 

The computer cars' behaviour h 
also governed by what Arcane refei 
to as a 'dippy' factor, a 'learning 
factor and an 'aggressive, beat the 
crap out of you while you're on the 
road' factor (one of the less techni- 
cal terms I've ever come across). 

"It'll also come down to individu- 
al driver personal- 
ities that we've 
yet to design," 
adds Steve. 
"What I want to 
do is design some 
characters that 
will be specific to 
this game but that 
we can also put 
into other games such as the 'Lotus' 
and 'Pro-Am type' games that we 
also have in development. It's more 
for the kids so that they have some- 
thing to home-in on." 

Technically, the game is impres- 
sive to say the least, but once again 
our old nemesis time (well, words 
per page actually) Mhs cduylil up 
with us, so you'll just have to go on 
wondering how they do all this. All 
I can say is, please please please lei 
this look as good lunnlng as it does 
in the screenshots! Amen. 




TURRICAN 3 WILL TAKE YOU ON A JOURNEY THROUGH THE 
MOST DEMANDING LEVELS OF ADRENALIN -CH 

EVER SEEN ON THE AMIGA. 




All Amiga Graphics Modes Employed 50 Frami 
28 Tunes and 88 Sound Effects In Dolby Surround™ Multiple Weapons Systems And Power 

FOR ALL AMIGA'S (inc 51 2K). SOON FOR AMIGA CD 3a 
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UFO: ENEMY 
UNKNOWN 

AAicroProse 




I'm not a superstitious man by 
nature , you know. I've got no 
time for witches, ghouls, war- 
locks or ghosts (or childrens' enter- 
tainers, for that matter) but men- 
tion UFOs and aliens and I'm away 
like a good 'un. Couple that with 
the fact that Laser Squad is one of 
my all-time favourite games of all- 
time and you'll understand why I'm 
just a tad excited about this forth- 
coming release from MicroProse. 

And if you don't understand why 
I'm a tad excited, then you probably 
don't know that UFO: Unknown 
Enemy is being developed by Laser 
Squad's developers Target and is a 
sort of unofficial sequel to that 
game. 

Although UFO will feature the 
same isometric-viewed, turns-based 
gameplay that the original LS did, 
this game will have much more of a 
strategic and tactical combat 
emphasis to it as you build bases 
across the planet to monitor the 
arrival of the invading aliens' craft. 
What? I haven't mention the aliens 
yet? Well... 

The year is 1 999 and sightings of 
high-tech alien craft have increased 



dramatically throughout the world. 
This has culminated in a huge 
attempt to communicate with the 
little green men. Unfortunately, all 
such efforts turn out to be some- 
what pointless, as it appears that all 
the aliens are interested in is kid- 
napping, murder, terrorism and the 
brutal slaughtering of childrens' 
entertainers. (I think you really 
mean cattle — David.) 

The nations of the world have 
now come together to form a spe- 
cial planetary defence body called 
XComm and, as its head, it's your 
job to save the planet by coordinat- 
ing the efforts of the various track- 
ing stations, intercepter aircraft and 
the commando units spread across 
the world. Perform well and you'll 
eventually be able to follow the 
aliens to their home planet and put 
paid to their Earth-invading ambi- 
tions for good. Perform badly, how- 
ever, and it's goodnight Vienna — 
and just about every other city. 
Including Southampton. 

UFO should be available at the 
end of March but until then have a 
butcher's at these screenshots. 
Excited? Me? Not half! 
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BUBBLE & 
SQUEAK 

Audiogenic 




Try to imagine what a game 
would look like if it was 
blend of a platform game, 
a puzzle game and a shoot-'em-up. 
What do you reckon? Zool with 
Project-X power-ups trying to 
knock down dominoes in a certain 
sequence? A Soccer Kid with a 
thermonuclear football who stops 
and does jigsaw puzzles? No, I 
couldn't think of anything either, 
which is a bit of a problem because 
according to Audiogenic, that's 
exactly what Bubble & Squeak is — 
all three rolled into one. Blimey! 

In the game you have to take 
control of a young chap by the 
name of Bubble (unthinking par- 
ents, obviously) and must guide 
him through thirty levels of plat- 
form action, including ten bonus 
levels and five shoot-'em-up sec- 
tions. Each level is patrolled by var- 
ious 'wacky' creatures, including 
flying elephants that sneeze at you 
and ducks with baseball bats. Like, 
ker-razy. Luckily, Bubble Is armed 
with magical stars that he can hurl 
at any nasties thattftet in the way. 

The Squeak of the title is, in fact, 
a friendly monster pal of Bubble'* 
who, unfortunately, is a bit thick. 



The aim of each level is to first find 
Squeak and then lead him to safe- 
ty using a bit of strategy and for- 
ward thinking, not to mention tak- 
ing into account just how stupid he 
truly is. 

To start with, all you can do is tell 
Squeak when to follow you and 
when to stay put, but find a bubble- 
gum machine (which just happen to 
be found in the alien landscapes) 
and Squeak will get all excited. Feed 
him some gum and, depending on 
what sort it is, he'll suddenly be 
able to do all manner of things, 
such as allow you to ride on his 
back or boot him around(?). 

I'm afraid you won't be able to 
appreciate the gorgeous parallax 
backgrounds from the screen shots 
but, believe me, they're lovely. And 
I know, 'cos I've seen 'em. Anyhow, 
look out for a full review in an issue 
or two. 
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ugby means one thing and 
one thing only to me, and 
that's having to get up early 
on a Saturday morning to play for 
my school team, or else Mr Roberts 
would personally take my teeth out 
and put them up my own bottom. 
I've always thought (and still main- 
tain) that kids are merely pawns in 
a never-ending battle of egos 
between school sports teachers, as 
they try to out do each other with 
their all -year- round tans, nasty shorts 
and school records for 'who can kick 
a ball the furthest'. 

I particularly hated it because I 
was one of three boys who were very 
tall for their age, and as a result was 
the first one to get off the coach, 
looking mean and menacing, to 
greet the rival team. With three other 
huge lads behind me, it sort of 
psyched-out the other team before 
we'd even begun. Of course, by the 
time we got to 'player number four' 
the spell was broken, as the rest of 
our short, puny and spotty team 
rolled out like a bag of filleted fish. 
And then we'd all get beaten up. 

Anyway, this is my chance to get 
my own back, because thanks to a 
forthcoming release from Audio- 
genic, I'm going to manage my very 



own Rugby team. And I'm going to 
be very nasty indeed. 

You start off as the coach of a 
struggling team of part-timers in the 
bottom division, and must use all 
your skills to turn them into promo- 
tion contenders. As things get bet- 
ter, you'll find job offers start to 
flood in, leaving you to decide 
whether to stay with your loyal lads 
or sell-out in favour of fame and for- 
tune. 

You can send off your scout to 
check up on potential signings and 
buy and sell players as funds 
increase, as well as put players 
through their paces with individual 
and squad training. There's a com- 
prehensive players' log detailing all 
the team and player statistics, and 
you'll get regular reports from your 
physio — mainly bad news about 
injured star players! — allowing you 
to make informed and educated 
decisions about your team line-ups 
for impending matches. 

Not yet mentioned but most 
important of all, you can compete 
in all the major cup competitions, 
and in addition there are three divi- 
sions for you to conquer. 

It all looks rather promising so, if 
you love rugger, watch this space... 
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Titus 




on't say that we don't 
bring you exclusive early 
previews, as this game 
hasn't even got a name yet! (How- 
ever, you'll already know that if 
you've read our News section.) Of 
course, the only problem inherent 
in providing such an incredible ser- 
vice is that we don't really get a lot 
of information about the games, 
and therefore indulge in a well- 
known journalistic technique 
known as 'making it up, and talk- 
ing a load of traffic cones.' So... 

Rabbit, rabbit, rabbit. Ha, ha, ha. 
Word count, word count, word 
count. Yes! I quite literally haven't 
got anything vaguely solid to tell 
you (That doesn't normally stop 
you. - David.) but what the hell, I'm 
an intelligent guy, I'll have a quick 
play, and then let you know what 
I reckon the idea is. Don't go 
away... 

Well, that was quite fun actual- 
ly. You're a rabbit and you've got 
to run around a number of Zool- 
esque landscape (i.e. flat bits and 
high platform bits) avoiding some 
rather nicely drawn creatures such 
as foxes on boulders, aardvarks and 
kangaroos as they attempt to stop 
you from collecting carrots. Or 
something. 
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As well as being able to run and 
jump, you can also go into a 
cartwheel that has a similar effect 
on the animals around you as it 
would if you were a certain hedge- 
hog that span in a similar way — 
i.e. it damages them and eventual- 
ly kills them. 

There are a healthy spattering of 
pick-ups to find, rewarding you 
with extra health, lives and other 
things that do, er, other things. 
Probably. 

As you trundle around the land- 
scape in a rabbity fashion, you'll 
come across pits filled with spikes, 
as well as randomly placed tram- 
polines which 'Rabbit' can use to 
bounce to higher levels and bonus 
platforms. 

When I tried to go to the far 
right of the screen, a rather curva- 
ceous lady rabbit told me that I 
needed to collect another clock, so 
it's my reckoning that you have to 
collect clocks to complete each 
level. (Well done, Sherlock — 
David). 

Oh look, can I just stop now? It's 
all getting very thin and to be quite 
frank, I don't think anybody reads 
these things anyway. (Okay. — 
David.) Phew! I'll be back 
when I know more, okay? 
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• Do you want to find out about the best new 
peripherals for your Amiga? 

• Is there more information about the latest 
music software and graphics packages? 

• Is there more to the latest new games? 

• How do you push your hardware to the 
limits? 

Find out more, more and more again. 



Get CU Amiga 
— the comprehensive 
one— stop shop for 
everything Amiga! 
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OUT, STUFFED FULL OF INFORMATION, ON THE 19TH OF EVERY MONTH 
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DAVID UPCHURCH 
Tis a sad day at The One. 
David John Upchurch, the 
man who invented typo- 
graphical errors, perfected 
plagiarism and copyrighted 
just about every crap joke 
every invented is off to pur- 
sue other interests. Unfortu- 
nately we can't tell you what 
he'll be doing because you wouldn't believe a 
man could sink so low. On a serious note, he will 
be sorely missed by everyone here at The One and 
we wish him the very best of luck. We really do. 




SIMON BYRON 
Oh dear, oh dear. With David 
off to edit The One for Cakes 
and Fatty foods or whatev- 
er, Simon has been promot- 
ed to Editor, which means 
that all standards will go out 
of the window, the quality 
threshold will be constantly 
lowered, and there'll be gen- 
eral confusion day in, day out. So there's not 
much change there, then. When asked whether 
he had a message for the readers he replied, 
"Yes," before discovering something to moan 
about. 



MATT BROUGHTON 
Unfotunately, we've had to 
finish off this issue sans 
(that's French for 'without', 
by the way) Matt because 
he's been forced into doing 
Jury Service. Yes, just when 
you thought the British legal 
could get no worse, along 
comes a beardy-weirdy who 
judges people by whether or not their eyebrows 
meet. We confidently predict that in about five 
years' time there will be a spate of appeals result- 
ing in the release of innocent people wrongly 
convicted by Matt. 





JENNY ABROOK 
Jenny's been out and about 
this month, with visits to var- 
ious National Institutions 
forming only part of her 
busy schedule. "The best 
place I went to was the Nat- 
ural History Museum, which 
was very Interesting," she 
revealed. "It had insects and 
dinosaurs and I saw a Blue Whale which was as 
big as a double decker bus. The only problem 
with the Natural History Museum is that there's 
too much information to digest. It made my head 
hurt after a while." Really. 
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HOW DO WE DO IT? 

At The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
different and. we like to think, a lot better than the rest. Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. 

Finally there's the Verdict where we explain the game's good and bad points in detail, so 
that you can work out precisely whether the game's for you or not. Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed and the 
Verdict and scores are based on everyone's input. 

Based on years of research this is, quite simply, the best game reviewing system devised by 
man. 

Probably. 

(THE VERDICT PANEL EXPLAINED 



This piccy shows you clearly 
which Amiga - A500/600, A1200 or 
CD32 - the game is being 
reviewed on. 



This panel indicates who is pub- 
lishing and who created the 
game, along with essential info 
such as how much the game 
costs, when it'll be released, the 
control system(s) used, how much 
memory your Amiga needs to run 
it, how may disks it comes on 
(and therefore how much swap- 
ping you can anticipate) and even 
whether you can install it onto 
your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be Indicated by a 
lower-than-expected Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 
an all-guns-blazing shoot-'em-up 
with a silly bouncy jingle 
wouldn't do well here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!), 
indicates how easy the game is to 
get into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word. Lastability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game fs 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
8S% or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now. with people able 
to buy A5007600S. A1200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 
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(Above) I've decided that chests are brilliant. Not 
only are they useful for keeping your lungs 
inside your body, but they also contain goodies 
which are essential to your mission. Sometimes, 
the chests can form puzzles, like in this bonus 
room. There are loads of chests scattered 
around, but you've only got one key so you have 
to guess which to open next in order to receive 
another key. Get the order wrong and you'll be 
rewarded with a useless shell. Like, wow. 

(Below) One of the more helpful objects is this 
clue chest. Whenever you become particularly 
stuck, locate one of these and activate it. It will 
indicate, via some flashy animations, exactly 
what item you need to collect next in order to 
solve a part of the overall puzzle. Unfortunately, 
it doesn't tell you what to do with it, but you 
can't have everything, can you? 




Psygnosis and The Dome return to Amiga- 
land once again with the smartest Mega 
Drive conversion since Desert Strike. Simon 
Byron reveals all... 



The worrying crime explosion 
we're currently witnessing in 
the real world has finally 
spilled over into Cyberspace, the 
land where all computer games 
exist. Juvenile delinquents, led up 
with nicking cars and ramming them 
into lampposts, perhaps taking out 
a few innocent bystanders along the 
way, have lound themselves with 
the opportunity to cause havoc by 
messing up the plans of simple 
sprites who are unaware of the vio- 
lent and disturbing times we face. 

Take innocent Puggsy, for exam- 
ple. There he was, journeying across 
the galaxy without a care in the 
world, when he happened upon an 
innocent-looking planet. Unfortu- 
nately, this world was not so inno- 
cent, so when Puggsy parked his 
spaceship and set off to ask for 
directions, a bunch of mischievous 
raccoons decided to nick his means 
of transport and do a bit of joyrid- 
ing. So — surprise, surprise — Pug- 
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gsy decides to trek through 51 level 
in search of his vehicle. 

Sounds like the perfect scenari< 
for some arcade adventuring antici 
doesn't it? Yes, of course it does, s< 
thank goodness for Psygnosis anc 
more importantly, The Dome (th 
geezers wot did Bob's Bad Day 
who've handled this conversion c 
the similarly-titled Mega Drive gam* 
For without them, we wouldn't b 
treated to this fine, fine game. 

For added value, Psygnosis ar 
giving away a free acronym wit 
every copy of Puggsy. It's 'TOI' and 
stands for Total Object Interactior 
What this means is that Puggsy ca 
collect and manipulate loads c 
objects contained within the level 
These objects interact with eac 
other {so if you chuck a crate i 
another crate, the two will reboun 
off each other, that kind of thine 
and form the basis of the many pu; 
zles between Puggsy and his spaci 
ship. 

Puggsy was a huge hit on th 
Mega Drive and Psygnosis are obv 
ously hoping to repeat that succe* 
on the Amiga (otherwise it would fa 
a pointless conversion, wouldn't it? 
And, if there's any justice in th 
world, it will. 




(Above) Special objects such as 
guns, transmitters and clue chests 
can bo '■ • ■'■ >< a* any timo by 
pressing the space bar. Their uses 
vary from the obvious (killing 
thing}) to the not so obvious (any 
thing else). As some can only be 
npor-ttod onto, you need to think 
carefully before activating anythin. 
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Many levels contain a nifty shooter with which, 
via a tap on the space bar, you can unleash a tor- 
rent of bullets to dispatch most meanies. These 
bullets are in strictly limited supply — run out 
and the gun is all but useless for anything except 
standing on. a trait which is often invaluable 
when you've carelessly discarded an essential 
boulder or such like. 





(Above) The end-of* 
level guardians are 
truly impressive. 
Some take up the 
entire screen and are 
constructed from lots 
of tasty rotating 
sprites, giving the 
game a unique look 
and feel. Every one 
requires a completely 
different method of 
attack (you'll find no 
casual jumping-on- 
heads drudgery here, 
matey-boots), like this 
pirate geezer who can 
only be dealt with by 
flipping fish at him. 
This game is crazy. It 
really is. 




(Above) Puggsy isn't strong 
enough to operate levers by 
himself so he needs to be car- 
rying an object in order to 
shift them. There are two 
kinds of levers: those which 
only need to be flicked; and 
others which need to remain 
depressed. Flicking them is 
easy — just walk past (carry- 
ing something, remember?) — 
but to keep a lever in a specif- 
ic position you need to drop 
an item onto it. 

(Left) Yes! Sticking to the 
tried-and-tested platform for- 
mula, Puggsy can bounce off 
baddies' bonces , gaining 
height and doing away with 
them at the same time. 
Unfortunately, there are a few 
creatures who are impervious 
to this form of punishment so 
if you do attempt to land on 
them you could be in for a 
nasty surprise. 



FANTASTIC PIECED-TOGETHER MAP THING! 
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named Puggsy has trying to obtain an invaluahle key 



Puggsy finds himself 
plonked handily next 
to a pile of barrels, 
useful for constructing 
makeshift platforms... 



..By taking an armful 
of these barrels to 
another part of the 
level... 





- ft v v jt« v i v*jf* v y 





E W 



t4 Of \f - ^r'MC^f \ ^ Hf y0 *W A 



(Above) The Total Object Interaction works brilliantly. Most items can be 
picked up and carried to other parts of the level. You can only hold one 
item at a time so working out what order things need to be done is an 
essentia) part of the overall strategy. Anything that's movable can be used 
to construct stepping stones, whilst more unusual objects are typically 
there for a reason — namely, to manipulate other items or be used in some 
shape-related puzzle. 




(Above) The first level isn't perhaps the easiest way to learn the game's 
mechanics so, being the helpful chap I am, I've compiled a comprehensive 
and informative players' guide, just for you. Grab a pen and get ready to 
digest this info. Ready? Okay: Go right. Yes. that's it, I'm afraid. You do 
have to push up a couple of times but I'm sure you intelligent people can 
figure out when to do that. So don't bloody ring me up and inquire about 
how to complete this level unless you want a torrent of abuse regarding 
your mother and how much she charges for a snog. 
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control method is a bit en m 
sometimes. A few people may find 
the pace of the game a little tedious. 
The password system is a bit long- 
winded. But — wait for it — I love 
it! The above gripes are probably the 
only things you can find fault with 
because Puggsy is a truly amazing 
conversion. All credit must go to The 
Dome for making Puggsy such a 
technically astounding game — the 
graphics are of a consistently high 
standard throughout and the rotat- 
ing sprites and end-of-level 
guardians are real eye poppers. 
Almost every character animates 
perfectly (the fluffy bunny rabbits 
are particularly gorgeous) and 
there's relatively little slowdown 
(erm... except when there are loads 
of those oh-so-fluffy bunny rabbits 
on-screen. Best shoot them to bits.). 
But it's the puzzles and the much- 
vaunted TOI system that really steal 
the show. Because you're given total 
control over what you do and when you 
do it, there's plenty of experimenting to be done as you 
attempt to make your way to the exits. The levels are so 
well designed you can opt to play the game as you like, 
by either making your way directly to the next stage or 
turning over every stone (literally!) in an effort to discov- 
er bonuses and extra lives. What's also excellent Is that 
although there is generally only one solution to the main 
puzzles, you can usually discover other ways of solving 
them so you never really become truly stuck. Erm, I'm 
running out of space here so it's time to drastically trun- 
cate this last bit. The 51 levels are incredibly taxing. The 
music Is more than ear-gratifying. It plays like a dream. 
Buy It. Now. Please. 




Thankfully, Puggsy's not adverse to a bit of water in his lungs (if he's got 
any, that is) and can spend an infinite amount of time submerged in liq- 
uid. These water-logged levels occur frequently during the middle of the 
game and alter the way you have to tackle things. Everything slows down 
in the water so manipulating objects becomes that bit trickier, especially 
when you're attempting to erect a floating bridge. 
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We love football here at The One. Well r 
Simon Byron does a bit, so that's why we 
handed him Intelek's latest offering. 
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Your progress 
throughout each 
match is 
displayed using 
three bars which 
fluctuate 
depending on 
how well you're 
doing in each of 
the three areas: 
defence, 
midfield and 
attack. Any goal- 
scoring opportu- 
nities are 
indicated by the 
text messages at 
the top of the 
screen. 



I'm always constantly surprised 
and amazed at how long football 
management games tend to 
hang around the Amiga charts. At 
the time of going to press. Premier 
Manager 2 (which was reviewed in 
September '93) is at Number Five in 
the Hit Parade, whilst Championship 
Manager '93 (a relative oldie, having 
been appraised way back in May) 
resides at Number Six, 

If nothing else there appears to 
be a huge demand for this kind of 
game and fans of the genre seem 
likely to buy anything even vaguely 
management-related. So it comes as 
no surprise to discover that Intelek, 
the programming team behind the 
highly successful Championship 
Manager series, have come up with 
yet another footy management 
game, but this time with a 'differ- 
ence' - you take control of a team 
from the Italian Serie-A or Serie-B 
leagues. 

Along the way you can attempt to 
qualify for all the major European 
Cups, along with the Italian Cup and 
the Anglo-Italian Cup, as you try to 
keep your team at the top of the 
domestic league. The features the 
game includes are almost identical 
to those of the rest of the series, 
although some aspects have been 
slightly tweaked to conform to any 
differences in the way the Ital- 
ians deal with things like trans- 
fers and so on. 
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Before any game, be it a friendly or 
a vital cup match, you need to select 
your squad and pick a style of play. 
Almost every statistic you can think 
of can be displayed so that you are 
able to accurately work out each 
player's best position. 




There's obviously nowhere near 
enough space here to describe what 
you can do within CMI, but anyone 
who's played the demo will have a 
good idea of the vast range of 
options and info the game contains. 

I get the impression that if you 
like management games you're 
going to splash out on a copy of 
Championship Manager Italia 
whether I like it or not, so anything 
I've got to say will obviously not 
make a blind bit of difference. But if 
you've never played a footy man- 
agement game before then read on. 
I think you'll find the comments fair- 
ly interesting... 
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It's funny, you know, but I was real- 
ly dreading loading up Championship 
Manager Italia. I realise that it's 
wrong to have preconceptions about Publllh „ : , n telek 

games before you give them a fair d#v«/op#«. 

In-house 

chance, but football management — — — — 
titles usually leave me feeling non- £17.99 Out Now 

plussed. So What is it about Hard Disk Installable 

Championship Manager Italia that mowm 
warrants a hefty 89%? I suppose 

Memory I Diik* 

that anyone with a passing interest 1Mb | a 

in football is keen to try his hand at BTTTmrn 
management, and it has to be said j§f ^| prgn 
that Intelek's latest really is the best UJ To 

of the bunch. It may not appeal to ■■mTH 
those who prefer flash graphics and ~~ | II Ift 
gimmicks but in terms of realism and III H 

options it can't be knocked. The rvwwmn 1 

range of features is quite simply ■ — — 

breathtaking and it's obvious that Rj/Q 
Intelek's experience with their previ- * * ^^^^^^ 
ous titles has been put to good use. Mill Hi llA 
Some may argue that the time the v [|W 
game needs to set itself up initially | J\) (0 

and update the transfer list is a bit 
excessive, and to some extent it's UMAU 
true — there is a lot of waiting time I DJ 

throughout the whole game. But |J V 
Championship Manager Italia runs over 
40% faster than its predecessors, and no- 
one really grumbled about their speed (apart from me). 
Even if you've played all of the other Championship 
Manager games to death, I'd still advise you to snap up 
Italia. It offers a fresh challenge with different teams, 
and at £18 represents real value for money. 
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Championship Manager Italia runs fine on the 
A1200, and unsurprisingly there are no plans 
for a CD32 version. Okay? 





I've a funny feeling we've 
been through rhis before" 



li appears 10 be a mosr 
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as we know It" 
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Life's a gas for David Upchurch, which is 
why he was more than keen to review this 
debut release from Apach 

on't you just love being in 
control? Puff and Blow, the 
eponymous Super Methane 
Bros, do. Which is why they're less 
than happy when their sensible, ( 
mundane, ordered lives are turned 




upside down by evil mystical forces. 
The full story of their tragic plight is 
far too cliched to go into here, but 
suffice to say that the upshot of it 
all is that the twosome are trapped 
inside a giant clocktower, and the 
only way to escape is by tramping 
through each of the tower's 125 
platform-endowed chambers. 

Of course, this is not as easy as it 
sounds, mainly due to the maraud- 
ing nasties who are intent on Puff 
and Blow's demise. Quite why they 
hate our cutesy heroes is never made 
clear, but I'm sure they have their 
reasons - perhaps P&B didn't wipe 
their feet before entering the tower 
and have been treading mud into 
the nice carpets. 

Luckily, the boys are armed with 
special methane guns with which 
they can trap the baddies in gas 
bubbles. Once ensnared, the helpless 
baddy can be sucked up and then 
blasted into any nearby wall, where- 
upon they'll metamorphose into a 
shower of bonus items. You can't 
help feeling a double-barrel shotgun 
would be a lot simpler and far more 
effective, but you know what these 
cutesy game characters are like. 

Should Puff and Blow gas and 
bash all the nasties, they get a few 
seconds to mop up any goodies left 
lying around before they're whisked 
off to the next single-screen level. 
Along the way there are power-ups 
— both good and bad — to collect, 
secret features to discover, a variety 
of foes to defeat — in short, all the 

)good things you've come to 
expect from modern platform 
japery. 
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(Above) Occasionally you'll 
encounter massive, bonus-laden 
chests tucked away in a sealed part 
of the screen. Hidden somewhere — 
normally in the most out-of-the-way 
place possible — is an invisible 
switch which'll open a pathway to 
it. Certain parts of the screen also 
contain hidden bonus items and 
half the fun of the game comes 
from finding out where they are. 



(Below) Super Methane Bros boasts a 
whole cavalcade of bizarre power-ups 
and collectibles to pick up. They 
appear at random points on each level 

and they're fairly easy to see thanks 
to their huge size compared to the 
bonus items. Some of them are help- 
ful — giving Puff and Blow faster gas 
guns or speed shoes, for example — 
while others are a right pain, especial- 
ly the reverse-controls icon. 
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(Above) Every 25 levels the disk 
drive will whir and you'll come 
face-to-face with a super baddy. 
Although they vary in attack pat- 
terns, the basic rules for dealing 
with them remain the same for 
each — suck up any objects lying 
around (such as these tomatoes 
here) and then lob them at the 
mega-nasty's weak spot. Defeat it 
and you'll win a key part (shown 
left) — get all four and you'll be 
released. 
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(Above) Vou can gas as many nasties as you like, but your gun call only suck 
up one at a time. It's not wise to leave a gassed nasty floating around un- 
sucked for too long as the effects of the methane will eventuallyjwear off, 
releasing the by-now extremely hissed-off baddy. By the way, do you see 
that outline of a door? Find a way to open it and you'll be whisked off to a 
bonus-packed secret level (shown top-right). Ooohl 




In two-player mode both players 
compete to bubble the baddies and 
grab the bonuses first. There's no 
real interaction possible — the best 
(or rather, worst) you can do is fire a 
sucked-up baddy at each other, 
which is a bit of a stupid idea as it'll 
cost your partner a life. 



Later levels introduce objects that 
you can pick up with your gun and 
move around, like these blocks. The 
idea is that you're meant to use them 
to get onto the higher platforms. 
Trouble is, it's very easy to suck them 
up when you intended to grab a 
baddy, leading to the loss of a life. 

(Below) Should you dispose of all 
the nasties within the time limit a 
playing card will appear. If you man- 
age to collect four cards, one from 
each suit, you'll be transported to a 
secret chamber (left) where you'll be 
awarded with an extra life and a 
pleasant jingle. Aaah, as the puke- 
some little boy from the Werther's 
Originals ad says. 
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Publisher: Ap.icho 
Software 

Developer: In-housc 



£25.99 Out Now 



Hard Disk Installable 
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You'd have to be deaf, dumb and 
blind not to notice that Super 
Methane Bros bears more than a 
passing resemblance to the classic 
coin-op Bubble Bobble. In fact, if the 
two games were any more similar 
Taito would probably be 'phoning 
their solicitors and issuing writs. Of 
course, there's nothing wrong with 
such blatant, er, 'tributes' (as far as 
the gamesplaying punter is con- 
cerned, anyway) as Team 17 proved |^*J_ T * B I T Y 
with the superb budgeter Qwak. 
Sadly, however, Super Methane Bros 
falls some way short of being a clas- 
sic. It's the payability of the thing 
that's its main flaw — the sprites, 
although pretty, are just too large. 
This, combined with the slightly stodgy 
control, makes skillful manoeuvring 

* 

around the cramped screens a real headache. The labori- 
ous task of trapping, catching and then bashing the mea- 
nies is not that fun or instinctive either, and after 
prolonged play it rapidly becomes a bit of a chore. The 
two-player mode is lacking too, as it's very hard in all 
the claustrophobic confusion to work out who's sucked 
up a nasty and who hasn't. On the plus side, however, 
there are loads of interesting secrets to discov- 
er, which helps prolong the game's longevi- 
ty. Don't get me wrong — SMB 
isn't a bad game and there's a 
fair degree of enjoyment to 
be had here, but if you're on the 
look-out for a decent Bubble Bobble 
clone I'd advise you to save fifteen 
quid and seek out Qwak instead 



Super Methane Bros detects if you've got an 
A1200 and loads in enhanced graphics — 
though, to be honest, they look no different to 
me. And there will be a C032 version — more 
news on that soon. 
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Golf. Huh. Good God y'all. 
What is it good for? Abso- 
lutely... Hang on. Some- 
thing "s not right here. Do you ever 
get the feeling that you've made a 
bit of a mistake? Ocean did. and 
that's why you'll never be able to 
get hold of their last golf game. 
International Open Golf Challenge. 

Simon was the lucky lad who 
reviewed IOGC back in September, 
when it managed to earn itself a dis- 
tinctly unimpressive 51%, not to 
mention such comments as 
"Supremely average." As you might 
imagine. Ocean weren't exactly 
thrilled at the prospect of putting 
out a game with such legends as 
'Crap' or 'Don ' t buy this' written on 
the box, so subsequently made the 
decision to scrap the game. 

But, here we are again (you'll 
notice Simon's nowhere to be seen 
this time, though) faced with an 
Ocean box featuring lots of green 
stuff, a large number of 'holes' and 
a lot of sticks to hit balls with. I am 
of course referring to The Ryder Cup. 
(I've watched Bruce Forsythe. I know 
what I'm talking about.) 

In Ryder Cup you have the chance 
to play as part of the European or 
American team as they 'slice', 'hook' 
and, er, 'Golf their way across any 
of the four locations on offer (The 
Belfry, The Fields, The Island or The 
Village - I'm not a number. I'm a free 
man!), and have all the facilities a 
modern golfer could wish for. 

You'll be playing with and against 
some of the world's top golfers, so 
grab your best stick (I think you'll 
find they're called clubs - David) and 
wear some ridiculous trousers, as we 
find out whether this is a full and 
fruity game, or just International 
Open Gold Challenge wearing a 
different pair of pants. Hey, 
let's scratch and sniff. 



Matt Broughton once got a ball through the windmill door and up 
the alligator's bottom during a round of crazy golf, so who better 
to take a look at Ocean s second visit to the course? 



(Right) Ryder Cup is pretty helpful 
when it comes to options and 
information, with constant 
updates on the state of play. 
Before each shot, the computer 
will remind you of the hole being 
played, the distance, the par, and 
tons of other stuff (nicely put - 
Dave.). The wind's strength is 
shown in the bottom left, with 
your current club's maximum 
range displayed beneath, and your 
golfer's position control to the 
right of that. The options in the 
top panel are, from left to right; 
view on the ball (i.e. watch from 
behind, watch from in front), map 
facilities (inset), exit to menu, 
'golfer options', and action 
replays. The 'golfer options' 
include such actions as hide golfer, 
hide flag, landscape grid, shaded 
landscape and show wind 
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(Below) This control method is much 
like IOGC s. where you first choose 
the shot's strength using a power 
meter (no reflexes required - just 
pick your power) and then target 
over the ball using your cross-hair. 
There are two versions of this sys- 
tem; one where the target moves 
left and right, leaving you to move 
the sight up and down and fire 
when ready, and the other being the 
'wobble' method, where the ball 
does its best to get out of your way 
and you fighting to keep It In the 
centre. This is the more challenging 
of the systems, but doesn't exactly 
call upon any golfing skills. 



(Above) Ryder Cup is quite kind in that It offers you a number of different 
control methods. This variation is based upon the more standard 'stop the 
power, set the slice' system, where you click to stop a power bar o» it 
moves through an overall strength cycle. Once you've clicked for strength, 
the bar will return and must be stopped again in the blue area to 
determine whether the ball is struck in the centre, or with hook or slice. 
This calls for good co-ordination, and just a touch of luck. The computer 
players always use this method, so if you want to 'cheat' and copy their 
settings, this is how you'll have to do it. 
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Well, it took a bit of luck to get here, but I've finally made it onto the green. 
At this point, you can choose from a couple of options that will make things 
easier, such as having a contour grid on the ground, as well as turning off 
the 'golfer' graphic, allowing a better view of the shot in hand. As with driv- 
ing shots, you are given the distance to the hole before you take control, 
and must use your judgment to stop the power as it rises on the putter bar. 
You can't affect the direction of your shot on the green, so it's all down to 
some careful timing with the strength of your put. 
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(Left) The game features a few nice 
sonic touches which for most part 
are samples of 'thwacks' and 'plops' 
as you make your way across the 
courses. Birds chirrup happily to 
themselves, and, come that glorious 
moment when the ball finally drops 
into the hole, the sampled crowd 
erupt. It has to be said that the 
crowd aren't too selective about 
their enthusiasm, though, and will 
cheer at you even if it's taken half an 
hour to get through one hole (quite 
often they cheer at you just for tee- 
ing off!). Damn. I've just lost again. 




A golf course wouldn't be a golf 
course without a thousand nasty 
lakes and sand bunkers to lob your 
ball in, and Ryder Cup is no excep- 
tion. Of course, I only did this so that 
I could show you what it looks like 
when you play like a donkey (I'm 
sure. - David) but should you be 
unfortunate enough to lose a ball in 
this way, you can choose to either 
lose a shot and play from the same 
position again, or take a random 
drop near the penalty spot. 

Clicking on the 'ball with arrows' 
icon in the bottom control panel 
accesses a 'chip' menu, which can be 
utilised to change the way you... er, 
chip the ball. This is particularly use- 
ful when stuck in amongst trees as 
you can shoot low to clear hanging 
branches, or lob over the top if 
you're far enough back from the 
obstruction. It's also good for land- 
ing on the green without the risk of 
running past into other hazards such 
as bunkers or lakes. 

(Below) Before any play starts, you must first select the teams for the chal- 
lenge. You can either let the computer do this for you, or take over as team 
captain and select your own players and matches. You then take control of 
the top player in your team and start play. After each hole's been played, 
you return to this menu and can chose to jump into the shoes of your other 
team members and play holes for them. Obviously, the score board also lets 
you know how the overall team is getting on, and thanks to me going eight 
points down in my individual match, Europe aren't doing well at all - doh! 
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I'm going to have to be a bit diplo- 
matic here. The Ryder Cup is a very 
nice piece of software and no mis- 
taking. But what ultimately makes a 
good golf game? Is it the atmo- 
sphere? Pretty graphics? Nice 
scenery? Well, if it's any of these, 
then The Ryder Cup is a good golf 
game. If it's things like being fun to 
play, or really capturing the feel of 
the game, then I'm not so sure. 
Don't get me wrong — I've enjoyed 
playing The Ryder Cup, but when 
you strip it down and remove the 
golf-y graphics, you're really just 
looking at an attractive reflex tester. 
The main problem with Ryder's 
game system Is that it does too much 
for you. It always sets you in the 
best position, it always picks the 
best club, and you don't even have 
to aim when you're putting. It also 
shows you too much of what the 
computer opponent is up to - allow- 
ing you to watch exactly where he 
shoots and how hard, and then copy 
It with minor changes to gain the 
advantage. Okay, I've been nasty, but 
now let me be kind. It looks gorgeous. The 
speed the screen updates is a million times better than in 
its predecessor, and the animations are all very believ- 
able. Unfortunately, though, you never really need to 
pay much attention to the pretty graphics and such 
because if you know the hole's 75 yards away and your 
club's maximum range is 115, you simply set the power 
bar accordingly and try to hit the ball as accurately as 
possible. Once you get the hang of it all, your reflexes 
will rival next door's cats, but I doubt you'll feel like 
you've just played a round of golf. I'm the first to admit 
that I'm no golf fan, and perhaps if you are you'll get a 
lot more out of this game, but for me. it's a nice, but 
ultimately repetitive reflex game. Play before you pay. 
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A500/600 



There will be no standard version of Ryder Cup, 
but the CD32 version is on its way as we speak. 
This version will feature the gorgeous 256-colour 
AGA graphics that this A1200 version sports. And 
very nice too. 
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Simon 'Batman' Byron gets his teeth into 
Gametek's Batman 'Crap' Returns. 



Dentons 



£14.99 Out Now 
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push up and then 
move right or left, 
which is hardly rea 
istic or inttint 
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There are certain crimes against 
gameplay which you just can't for- 
give. Convicted offenders include 
Super Sports Challenge, Dangerous 
Streets and Tornado, and they're all 
currently serving life in a top securi- 
ty prison. Unfortunately (and it real- 
ly pains me to say it), Batman 
Returns is about to be banged up 
with them, because this film conver- 
sion is nothing short of crap. In 
some ways it's very similar to 
Fatman — only worse. In fact, I 
think that even Fatman's dire con- 
trol method is an 
improvement over 
this load of plop — at 
least you could jump 
diagonally in that game. 
The film's moody atmosphere isn't con- 
veyed in any way. Yes, some of the back- 
drops are quite moody, but the sprites 
bear little or no resemblance to their cel- 
luloid counterparts and Batman himself 
looks more like Gitman. When you consider that Ocean's 
conversion of the first film was infinitely more playable 
than this (and it had 3D bits in it), you have to question 
the sanity of those responsible for messing up Batman 
Returns so badly. Why are you doing this to me, 
Cametek? Did you purchase the licence out of spite so 
that you could force me to humiliate myself in front of 
The One's readers? Well, I hope you're pleased with 
yourselves. And I hope you don't intend to retire on the 
profits you're not going to make from this embarrassing, 
embarrassing game. Sob. 





Batman certainly won't be returning to these 
page?, thank God, because there are no plans 
for an A1200 or CD32 version. Great. 
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After an epic struggle of good 
against evil, the Demon King 
refuge far away in time; wher< 
magic was forgotten, and where he 
could lick his wounds and recover his 
powers. A 

Yet he had not counted on the will 
of a young Samurai warrior. He 
followed the Demon into 
24th century Japan, to 
ancient Japan and 
finally, confronted 
the Demon in his 
mountain throne 
where the King was 
prepared lo try 
anything to defeal him. 



All of his demonic forces 
have been summoned to 
his aid, all of his tricks and 
traps have been set, all of his 
power is directed against you. 
Only the wisest and the most honourable 
of warriors can defeat him. 
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REVIEW 




believe that I can relate to this 
plot. I was once the proud owner 
of a shining company car and 
used to get paid enough money to 
not only eat on a regular basis, but 
to afford accommodation above the 
level of 'cardboard box'. Ah. happy 
days they were — but I gave them 
up gladly just for the chance to work 
with David and Simon. 

Now call me foolish, call me irre- 
sponsible, but I was under the 
impression that when you stopped 
receiving decent pay and gave back 
your car, your tax contributions 
would in some way reflect this (silly 
of me really, I suppose). But here I 
am anyway, not only living off lun- 
cheon vouchers and coins found in 



the gutter, but being taxed as if I am 
in fact Paul McCartney. 

Jack T. Ladd is in a similar position 
(i.e. owing the tax people an enor- 
mous amount of money), but the tax 
office of the future, the Interstellar 
Revenue Decimation Service (IRDS), 
is a bit more blatant than that of 
today. While today's tax office will 
just take your money without any 
notice, the IRDS will offer you 28 
days to make the payment or face 
death. In that order. All goods 
belonging to your family and friends 
for the following 15 generations 
become the property of the IRDS 
and, in general, you're stuffed. 

So where does this leave you? 
Well, plough through the 31 pages 



of 'humorous' text in the manual 
and you're left with the task of guid- 
ing Jack across several different plan- 
ets as he tries to raise the necessary 
cash before the 28 days are up. You 
have a number of objects to find and 
use, and a number of bars to fre- 
quent filled with characters to inter- 
act with. 

So with that, put on your best 
point-'n'-click trousers and never for- 
get Jack's three steps to success: (1 ) 
never wear a watch in bed; (2) 
always wash behind your ears, unless 
to don't want to; and (3) if a police- 
man isn't corrupt, he's stupid and if 
he isn't stupid, he isn't a policeman. 

Jeez! I hope the game is better 
than the manual! 




Hang on! What are Harrison Ford 
and Bob Dylan doing here? Oh well. 
The conversations rely on the stan- 
dard "pick a line, any line' system. 
To initiate a conversation, you sim- 
ply click over someone with the 
'mouth' icon and they'll have a chat 
with you. Unfortunately, the game 
sometimes allows you to talk to 
irrelevant people, which can lead to 
tons of painful and fruitless conver- 
sations listening to poor gags. Ha- 
ha, they're so funny. Ha-ha. No, 
Don't. I've wet 'em. 



theory of giving people what they want. A quick conver- 
sation with the head, er, 'lady' of this house of ill-repute 
reveals that if I return her pawned vase, she'll give me 
something In return. Phwoar! Unfortunately, she's more 
likely to give me a strange object that someone else 
wants, who in turn will give me... and so on and so on. I 
think you get the point. 




are needed and which are just set dress- 
ing. The easiest way to deal with this prob- 
lem is to move the eye icon over the screen 
— as it passes over useful objects, a 
description will appear underneath the 
enlarged view at the bottom of the screen. 
Then, by switching to the lens. Jack can 
examine the object and the hand icon can 
then be used to pick it up. 
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A game about a thief who's hunted by the 
tax office? Matt Broughton would appear 
to be the only person able to comment 
realistically on Psygnosis' latest adventure. 
Unless he's already stolen our copy of the 
game that is. 




IUC plays over a fair number of locations, some of which can be walked to. 
some of which must be travelled to via the Subway system. You actually 
need to have created a token to travel, but once you do you're entitled to 
free travel from then on. It's as simple as it was In, say. Flashback ~ just 
Jump Into a waiting train and jump out when you arrive where you want. 
Note the little 'walking man' icon over the bench. This Is the general cursor 
that's used to direct Jack around the screen and from location to location. 



means. Here, just by buying a drink I've managed to start a sequence 
where some mobster types have a huge row and kill each other, awarding 
me with a deflector ring. Fortunately, these sequences can be skipped — 
although you're advised to watch them the first time round. 
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THE VERDICT 



A500/600 



1 79% 



Erm, yes. Not bad, I suppose, but not 

great either. I'm left a bit confused / <*Bafe£y*- fl 

here, because there seem to be a 

number of silly elements in this publisher. Psygnosis 

came that really spoil it, this first ^. D, \ v *'° p "4 
6 Divide By Zero 

being the mouse control. For some —————— 

..... , £34.99 Out Now 

reason, even though the general _ 

speed of the game is good and the Disk instaiiabia 

animations run at a decent pace, the Mou(e/ Kevboard 

mouse cursor seems to suffer from i 

Memory I Disks 

some sort of defect. It judders 1Mb | ™ 
around the screen, and considering 
how fiddly they've made picking up pF A fl*10J 
an object makes performing any '-^^ ULfO 
action about as unbearable as it gets. RTSTl 
Though in some instances your cur- w/.-.y | "in 01 
sor is quite obviously over the f M /q 

required object, tfie game still rTTTTTTTTTT^ 

doesn't recognise it as being there. ™ 1 — _ _ 

This means that you end up using fll/n 
the 'eye' to position the cursor until w**r9TTTm t 
you get a text description (not as 
easy as It sounds with this cursor, 71)7 
believe me) and then trying to freeze 
your position until you can switch to 
the pick-up icon and collect it. In JfcjPl 
general the main graphics are good /II ^# 

and the animations are decent, but 
I'll make no comments about the sound 
other than saying that I bet you'll turn the 
music off after a couple of minutes and play the game in 
silence. The conversations are fairly enjoyable, and 
though the humour doesn't always quite make the grade 
at least you get to see some faces and feel like you're 
dealing with different characters. The puzzles are of a 
medium difficulty, but they're all a bit too 'straight' for 
my liking. By this I mean that someone will tell you what 
they want, you'll go and find it and then give it to them. 
They'll then give you something that someone else 
wants... and so on. Though I realise this is the basis of all 
adventures, you're just more aware of it in this game for 
some reason. Ultimately, this isn't a bad game by any 
means, it just seems to lack the sheen of quality that 
Simon The Sorcerer or Beneath A Steel Sky has. Still well 
worth a look if you enjoy adventures, though. 



The gamo runs more smoothly on an A1200, but 
there are no plans for A1200 or CD32 specific 
versions as yet. Of course, I could be wrong. 
But then again... (Oh shut up! — David.) 
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Having just had his nan's 
Jack Russell follow him around 
for a month, Matt Broughton would seem to 
be the only one qualified to look after Pres- 
tige's little pup. SIT AND STAY! 



THE VERDICT 



A500/600 
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Here we a see a general shot from 
the game, with me taking out a 
pesky flying thing with my balls (!) 
while my faithful mutt catches up 
with me. Doofus always lags a sec- 
ond or so behind, so make sure that 
when you avoid an obstacle you 
time things so that Doofus doesn't 
then jump straight into whatever it 
was you've just got past. Stupid 
dog. DOWN! 

The creators of Doofus - Pres- 
tige - are a German company, 
and I'd like to thank them per- 
sonally for one of the most appalling 
bits of manual translation ever, My 
personal favourite sentences include 
such gems as (to be read in a poor 
German accent) "Tim was playing 
with his football and suddenly there 
was a big bang and he got a pass 
out" and "But at least there was also 
Doofus, his faithful, but also a bit 
clumsy dog with him, and he has 
proofed more often that he can find 
the way home even better that Tim 
himself." Pretty good huh? 

Anyway, after much head-scratch- 
ing I managed to deduce that Tim 
and his dog Doofus have been mys- 
teriously teleported to a strange 
world and must now find their way 
home. You take the role of Tim, of 
course, who must run and jump 
across the platform-laden terrain fol- 
lowed by the ever-faithfull Doofus 
copying your actions a few seconds 
behind. 

Should you or Doofus come in to 
contact with any of the strange ani- 
mals that roam the land, a life will 
be lost. There are also a number of 
abysses to fall down, not to mention 
man-traps and spikes that will all 
result in death if touched. The land 
is also littered with collectible 
goodies, some which award 
bonus points and others that 
bestow Tim with weird powers. 



Here's us 
enjoying a 
moment of 
invulnerability 
as we travel 
above the world in a soap bubble. 
This is just one of the six power-ups 
that can be found in bottles along 
the way, or bought from the shop 
(inset) at the end of the level using 
coins collected from dead nasties. 




As you cross the levels, you'll come 
across a number of doghouses 
which, when entered, allow Doofus 
to enter a bonus round. It's a bit of a 
trolley dash, and you only get about 
ten seconds to grab as many potions 
and bonuses as you can. Head for 
the exit before the time runs out and 
then it's back into the main game - 
armed with all your lovely new toys. 

Some of these powers are plain 
annoying, like the reverse control 
effect which can make the platform 
hopping particularly hair-raising, 
while others offer more beneficial 
treats such as bestowing Tim with 
the ability to send baddies to sleep, 
blow everything up or make Doofus 
invisible. 

Even when not magically gifted, 
Tim still has the ability to shoot nas- 
ties and, by collecting the coins left 
by slaughtered baddies, can save up 
enough cash to buy more power-ups 
from the shops found at the end of 
every level. It's all good old-fash- 
ioned platform fodder, so grab your 
stick and let's be off! 
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When Doofus first came in I gave It a 
quick play and was pretty impressed: 
the graphics were cute and colourful 
and the gameplay seemed nice and 
simple. However, the problem with 
Doofus, which you discover after 
playing it for a while, is that it never 
really develops, with each level pret- 
ty much the same as the one before, 
only with harder areas to be negoti- 
ated and a few more bad guys here 
and there. Graphically the game also 
suffers from similar problems to 
Flair's Oscar, i.e. there's too much 
colour and detail. You won't often 
find me complaining about getting 
too much detail, but in Doofus the 
screen typically looks plain messy, 
with the tiny sprites getting lost 
amidst the gaudy screen furniture. 
As you trundle through the twelve 
levels there are no major graphic or 
gameplay changes (apart from the 
occasional appearance of snow-cov- 
ered platforms later on) and every- 
thing starts to get very repetitive 
very quickly. The difficulty level of 
the game is pretty tame, with most of 
the deaths being caused by you run 
ning into situations too quickly, leading 
your dog into some trap before you've really had a 
chance to see what's going on. Other than that, it's all 
down to badly-timed jumps or clumsy falling Into water. 
The power-ups work quite nicely, with some interesting 
graphical effects, but again, once you've seen them a 
few times, you lose the 'What else is there to see?' 
incentive. This is a cute idea and a cute game that ulti- 
mately lacks any lasting appeal — complete the first 
level and you've pretty much completed them all. A nice 
try, but one that only just makes it past Average. 
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There's nothing going on but the rent as tar as 
A1200 enhancements go, and to ask whether it 
will be appearing on the CD32 would seem a 
bit pointless really. So move along please, 
there's nothing to see here. 





We have served thousands of satisfied customers timing out 4 years of 
It trading. Over 1 0,000 man hours (during S years) has been dedicated to 
I the production of this constantly improving game. It rs one of the most 
I realistic and accurate representations of a professional football monogers 
I annual challenge to tocticoHy out wit and conquer every opponent. 
I Managers : I to 4 Human players, Ratings, Performance statistics, sock 



Players : Reol life statistics reflecting the start of 93/94 season with 
real positions, height, age. Live transfer market, Contract & wage 
negotiations, Pieferred foot (left/iight/both), Loans, Injuries, Training, 
Special talents, Trainees. Goalkeepers (separate skil categories), 
Defenders, Midfielders, Attockers & Utility, Retirements, Foreign 
transfers, Unhappy players. Top 10 Hot shots. 
Team : Training, Tactics (15 different stytes), Aggression, Formation 
allows specific prayer field settings (Left winger, Sweeper etc.). 
Club : Sponsorship, Ground improvements. View opponent, Finances 
The Match : Real time scoreboard reporting goals & injuries yellow/ted 




'WY BY MAIL Service Now Avorlobl 




coos, bound ettects, Interventions permitted at any time to 
change tactics, formations and make subs. Physical graphical penalty 
participation (optional). Over 80 different referees. 
Other ; Fost load/save, Printer occess, 20 Options to set various 
gome preferences. Instruction book, Easy to ploy, Technical support. 
Plus : Over 100 other meticulous refinements impossible to list here. 
M Editor : Allows you to omend various items in saved gomes. i)2 Extra 
EXT Scottish : Dedicated version details available upon request. 



CRICKET MASTERS 



This is a purely managerial cricket manager game that concentrates on 
strategy and includes plenty of relevant statistics. The game hos been 
designed and developed by a true fon of the sport. It replicates everything 
that a real manager has to contend with and it's a totally unique 
production that anyone with an interest in Cricket should experience. 
A summory of the main features is shown below:- 

• AXA EQUITY & LAW 18 league county teams, 50 overs per gome. 

• 4 Cup competitions including Benson & Hedges, Not West. 

• 20 different match umpires with occurate names and strictness. 
Accurate player details Surname, height and age. 

• 27 different player attributes. Most skills hove a direct impact on the 
effectiveness of each individuals actions during a simulated match. 

• Easy player selection. All game text is clearly presented. 

• 8cfing and bowling overages. Top batting and bowling tables. 

■ 3 Different training intensities to boost batting, bowling or fielding. 

• Weather, pitch and fight often make an impact on ground condition. 




• Full match highlights let you 
watch the action ball by 
full graphics and/or realistic 
sompled sound effects for 
significant events (Fours, Umpire 
decisions, etc.). Interventitfrts are 
permitted at ony time to change hotting tactics or fielding plocings. 

• 3 Batting/Bowling crassificotions (Normal, Attack and Defend). 

• Choice of 1 5 different field plocings. 

• Full scorecord results with best batting ond bowling figures. 

• Other staff (Physio, Groundkeeper, Scout) con be hired and lired . 

• Annual league fixtures listing. Current week and lost league results. 

• View current cup competition draws and historic records. 

• Real time transfei market. Player contract and wage negotiations. 

• Sponsors, Printer access, Finances, Poor ground fines, Manager rating 

• I 5 Options to alter game preferences, Load/Save game. 

• Instruction book with plenty of examples. 

• Plus many more fine details that we ore unable to list here. 
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This gome has been designed to be as close to real racing as possible. 
Five years of development by a clever racing expert hos led to the 
second revision ol this Flat Horse Racing Simulation. 
Up to 4 players con participate os Owner Trainers with the primary 
objective of becoming the top rated trainer, in respect of prize money 
won, at the end of each racing season (March to November). There 
arc up to 35 other intelligently controlled computer trainers to compete 
against and compare your personal performance. 
To achieve this oim you must discover a potential champion ond train 
them so that they become capable of competing well and winning any 
of the 4/ big prize money races (Handicap ond Group), eg. The Derby 
To give you on idea of the toots provided in this game to assist you 
reaching your objective we have listed the main features below:- 

• 250 horses eoch with over 60 independent variables. 

• 26 different roce courses (2 all weather), real life characteristics 
mirrarina the diversity of racecourses in the UK (desaiDtions orovided). 
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• 20 tockeys who vary in ability ond hooking fees, Orders 1 Feedback. 

• fofmbook ond Win Summory Cords cover the previous 200 races. 

• Animated race display or just the result. View Declaration List foi races 

• Very informative report by Heod stable lod. Tipsters. Bookmakers. 

• Rocecords similar to racing press. Real life. Handicaps & Race Types. 

• Viruses, Injuries & Vets. Load/Save game. Many other items included 

Vprunn 1 in nuiiilnhk nnon rennetl (Sirnttl* trnininn X hettinn) ® ? 15 



ORACLE 




Open Nutionul Tipping Competition 1991 : Orgoiiisoi 
by Rocecnll, regulated by the Tote, this program achievei 
joint second. This led to o serious Approach from a 
national book maker. Rejected in favour of supporting the public. 
Winnings Statistics : 1 04 wins out of 1 66, os from 2/6 to 1/9/93. 
Formula : This program reis you exactly what to do. You ore NOT 
permitted to omend our system unlike so many other similar progroms. 
How confident con you be m something that invites amendments! 
Research & Development . Three years full time race analysis and 
experimentation to refine ond test the prediction system. 
Inside Knowledge . Plenty of unique hints from contacts in the know. 
Usui Friendly ; No racing knowledge required, easy to use, tutorial book 
Restricted Sales : As soon os our programs predictions have a prolific 
impact on the betting odds we will stop accepting new buyers. 
Monthly UpaatK Highly recommended option. If any update foils to 
break even we'll send the next one fiee of charge. From £25. 
Pnce Increase : Highly likely. Buy now before success forces increase. 
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detailed in this odvett we only available by direct mail 



DESCRIPTION 



AG 



HB1B 



Professional Football Masters V4 

P.F.M. Editor V4 

Stable Masters V2 

Oracle Horse Tipster (RRP £99.95) 

Cricket Masters 



Worid Cup Okie* Masters 
Wrestling Masters 



PRICE 



12.00 
24.95 
75.00 
24.95 



CREDIT CARD NUMBER i EXPIRY E.S0.E. 



24.95 
19.95 



NAME _ 
ADDRESS 



TELEPHONE 



POSTCODE 



TOTAL 



i A fantastic grophicol and/or tactical representation of Cricket that hos 
I been completely written by a traditional fon. You can physically 
participate with batting and/or bowling or leave it to the computer to 
I outomoticolly handle. See full feature list below :- 




GAME OPTIONS 

• 1 Day limited overs or test. 

• White or coloured clothing. 
■ Three Cricket grounds. 

• load/Save gome. Skill levels. 

• Computer/Human plovers. 
ANIMATED ACTION 

• Sound Commentary. 

• Umpire signals. 

• All the strokes cut, pull, drive, etc. 

• Appeals, dropped catches, run outs. 

• Bouncers, wides ond no balls. 



STATISTICS 

• Scorecord & bowling analysis. 

• Weather and ground reports 
•Wagon Wheel 

• Manhattan Chart. 
PLAYER VARIETY 

• Rated on 8 adjustable factors. 

• Left and right handed players. 

• Range of batting types. 

• Editor to amend gome stats. 

• Bowler types include seam, 
swing, change and both types of 
spin with 8 speed levels. 



FRIENDLY CONTROLS 

• Icon driven with point & click. 

• Large 3D scrolling screen 
covering the entire playing area 

• Mouse controls bowler's line, 
length, direction field settings. 

• Joystick control of batsman's 
ottock level, strokes ond 
running between wickets. 
VARIABLE CONDITIONS 

• Surface and pace of pitch 

• Rain, bad light, cloud cover, 
temperature and humidity. 



I 48 HOUR DISP ATCH 
CHEQUE PAYMENTS 
If you have a guarantee 
cheque cord or credit card 
please write its number on 
the reverse of your cheque, 
doing so will ensure dispatch 
within 48 hours of receipt. 
I OUR A DDRESS 
ESP Software 
32a Soumchuich Rood, 
Soutltend-oivSea, 
Essex SSI 2ND U 
1H (0702) 60055/ 
FAX. (0702) 613747 



24 HOUR CREDIT CARD HOT-LINE 

■ (0702) 600557 £~ 





Look, don't call me unpatriotic 
— after all. I like to wear a 
too-tight Union Jack T-shirt, 
sing 'Land Of Hope & Glory* and 
mindlessly abuse the French as 
much as the next man — but you've 
got to admit that Great Britain's 
contribution to Winter Olympic 
Games past has been less than 
memorable. You don't agree with 
me? Alright, then — shout out the 
name of the first British Winter 
Olympics sportsman or sportswom- 
an who comes into your mind. 
Come on. come on... 

Sorry? What's that? Torville and 
Dean? The Torville and Dean who 
scored an incredible nine perfect 
sixes and won a Gold Medal in the 
1984 Games? I'm sorry but they 
don't count — after all, can mincing 
around an ice rink like a couple of 
extras from Holiday On Ice really be 
classed as a sport? I don't think so. 

Ah. that's more like it - Eddy 'The 
Eagle' Edwards. Who can forget 
cringing with embarrassment as the 
bespectacled geek made a complete 
laughing stock of himself and his 
country with his shambolic ski-jump- 
ing performance at the '92 Games? 
Not I. (Actually. I wonder what he's 
doing for work now? Come to think 
of it, Simon started here not long 
after. And he wears glasses too. 
Hmmm...) 

So you see, not a lot to be proud 
of is there? Of course, by the time 
you read this the XVIIth Olympic 
Winter Games at Lillehammer in 
Norway will have drawn to a close 
and you'll know precisely how well 
Great Britain fared. And who 
knows? Maybe our Olympic Team 
came home clutching a treasure 
chest of Gold Medals. But somehow 
I doubt it. 

Never mind, though, because 
with US Gold's official Winter 
Olympics tie-in you can use your 
formidable joystick skills to win a 
result for Britain that we could never 
hope to achieve in real life. The 
game offers you and up to three 
chums the chance to compete in 
fourteen disciplines spread over four 
categories. As sports games go there 
are no real surprises here and... well, 
why don't you move on to The 
Verdict for the rest? You know 
you want to really. 
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(Above and left) The Biathlon is a 
test of endurance and skill. Well, in 
real life it is. In the game it's a mat- 
ter of waggling the joystick like 
crazy to get your bloke from firing 
range to firing range as fast as pos- 
sible (left), cutting to some 
wrestling with a wobbly gunsight 
as you try to shoot targets (right). 
Each target missed adds an extra 
minute to your overall time, so be 
careful. The Biathlon is played In 
several stages, and during the full 
Olympic tournament you return to 
it between each of the other four 
events. 



(Left) Meet Hakon and Kristin, the 
official mascots for the XXVIIth 
Olympic Winter Games and your 
hosts on the main menu, From here 
you can select the number of play- 
ers to take part. Input their names, 
nationalities and preferred control 
methods, and also choose between 
competing in the full Olympics, fea- 
turing four events punctuated by 
the Biathlon, or a mini-Olympics, 
where you get to pick the events to 
participotc in. Alternatively, if you 
don't feel like you're quite up to 
competitive level yet. you can just 
select an event and practice It. 



e candidate to review this, then. 







ght) TlJVe' are ,1 number of skiing 
events, namely the downhill. Super- 
G. Slalom and Giant Slalom, but they 
all play in a similar manner. Viewed 
from an angle Just behind the skier, 
the task is to get from the top of the 
snow-covered mountainside to the 
bottom as fast as possible while nip- 
ping through any 'gates' (indicated 
by two red flags) encountered along 
the way. If you've played anything 
remotely similar in the past you'll 
know what to expect here. 




There are two ski-jumping events, on at 90m and one at 120m. Your task 
here is to maintain speed down the ramp by keeping your skis straight 
(shown at the bottom-right screen) by moving the joystick left and right 
and than, once in the air. to hold a graceful profile by moving the 'stick up 
and down. Your final aim is to land without making a mess. Points are then 
awarded according to the length of the jump and the style with which you 
performed it. 



OV/IVHAYCV 0:0«. t 147 am 



No winter sports game would be 
complete without a bobsleigh event. 
The key to success here is to main- 
tain the 'best line' around the track 
by altering your sleigh's height as it 
careers along the straights and the 
bends — the helmet of the 
bobsleigher will help you out by tilt- 
ing to indicate if you're moving seri- 
ously off-line. You can also 
participate in the Luge, which is sim- 
ilar to the bobsleigh except the com- 
petitor rides around on top of a big 
tea-tray. Or something. 




There's yet more frantic joystick- 
waggling action in the speed skat- 
ing event. This Is actually quite 
tricky to play as you build up speed 
by waggling from left to right and 
steer by holding down fire and mov- 
ing left and right, which can all get 
quite confusing in the heat of 
things. This is the only event that 
can be played by two players simul- 
taneously, with the screen vertically 
split down the middle giving each 
competitor their own individually- 
scrolling play window. 
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The main problem with Winter 
Olympics is that it's the sort of 
thing you've more than likely seen 
before... around about four years 
ago, to be precise, a time when the 
Commodore 64 was the machine to 
aspire to, 128K seemed like more 
RAM than you'd ever need, games 
came on multiload cassettes and an 
American company called Epyx 
ruled the sports sim seas. But while 
the Epyx games were acclaimed as 
greats in their day, I doubt they'd 
cut the mustard with today's far 
more sophisticated gamesplayer. 
And neither, unfortunately, does 
Winter Olympics. Graphically it's 

I VLAYJUILITY 

about as pretty as you could hope \j M _ j 
for given the obvious palette limita- 
tions of such a snow-bound setting. 
The animation of the player's I 1 * 5 T * ' 1 L iH 
sporty alter egos, however, is bare- 
ly more than adequate at the best 
of times, becoming plain terrible at 
worst — in the Biathlon your bloke 
doesn't move a muscle when he 
fires, which is hardly realistic. 
Sound is equally disappointing, espe- 
cially the sound effects which are sparse 
and pretty crap with it. This would all be bearable if the 
playability was top-notch but this just isn't the case — 
each event is simplistic in the extreme and success 
depends as much on furious joystick waggling as actual 
skill. Even on the hardest difficulty setting I doubt it'd 
take anyone with a strong wrist long before they have 
Gold Medals coming out their ears. Of course, the argu- 
ment with this sort of game is that it's not intended to 
be played alone but against a gang of mates. Fair 
enough, but given the volume of top two-player games 
about, such as Micro Machines, Skidmarks or good ol' 
Sensisoccer, you need more than a so-so rehash of very 
old ideas if you hope to compete. Sad to say. Winter 
Olympics doesn't even qualify. 
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A1200 
CD32 



Things move a bit quicker on the A1200 and there 
are more objects 'whizzing' by on the skiing 
sections, but other than that it's the same game by 
and large. There are no A1200- or CD32-specif ic ver- 
sions clogging up US Gold's software pipeline. 
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AAatt Broughton gets one whiff of power and runs around shooting people without remors 
thanks to Impressions' strategy release. Well, all's fair in love and war! 



War. Huh. Good god y'all. 
What is it good for? Abso- 
lutely nothing. Well hang 
on — now that I think about it, it's 
very good for games, so I guess 
that's the last time I'll be using that 
old lyric on this page. Yes, one look 
at the screenshots should tell you 
that in When Two Worlds War it's 
time to sit back and prepare for 
some big time killing - and I don't 
mean pouring boiling water on ants. 

Set in the year 2121, you are to 
take the rather superb position of 
controlling a huge amount of one 
planet's resources. These funds are 
to be poured into a major war effort 
against another planet that, funnily 
enough, is simultaneously doing the 



same thing. You control things 
remotely through a powerful work- 
station and can involve yourself in 
the design, construction and pilot- 
ing of a number of military units 
(referred to as MUs), as well as in the 
creation of a number of power 
bases, mines, farms and laboratories 
across the globe. 

As your military might grows, you 
can divert funds into improving the 
tech levels of your research to build 
bigger, better and all-round nastier 
weapons and MUs, until you eventu- 
ally reach the stage where you feel 
strong enough to send your fidget- 
ing troops off into space (where they 
can engage the enemy in battle) and 
ultimately on to the enemy planet to 
cause as much damage as possible. 
In action, the MUs can be con- 




trolled by direct intervention, or by 
using a series of set 'missions' which 
have been preprogrammed into a 
library. At any point you can call up 
a specific mission (e.g. one that sets 
an aircraft on a patrol course, or per- 
haps send a space cruiser to the 
enemy planet) and assign it to any 
MU in action. These missions can also 
be programmed from scratch using 
a simple icon-based programming 
language, or by using a clever 'Q&A' 
system that creates specific missions 
based upon your answers to a num- 
ber of multiple choice questions. 

The player can also choose to play 
the game in real-time or as a turns- 
based game, with set actions using 
up a set number of days in each of 
the 'months' that the game is played 
in. Come on... let's get killing. 




If you can't find a preset MU mission 
to suit your needs this is where you 
can make alterations to the mission 
'programs' as well as create your own 
from scratch. The icons in the bottom 
right are simple building blocks such 
as 'Goto' or 'Search For', and can be 
pieced together along with specific 
co-ordinates to create lines of instruc- 
tions that can then be issued to any 
of your MUs. If the mission is of a 
'patrol' type, the path will be shown 
in the strategic display screen allow- 
ing you to check your coordinates as 
you go. 



When it comes to viewing the action 
there are a number of screens at yo 
disposal. By sacrificing some of yo 
option panels you can increase thi 
screen to dou- 
ble its normal 

width, and ^^^^ 
then by dropping 
the magnification 
you can move out to 
this more tactical view. 
The displays are more simpli- 
fied, but it allows you to view a vast 
area of the planet's surface and keep 
tabs on all the enemy and friendly 
moYtnu across it You can still 
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You start with a fairly basic level of 
technology, but by building Sci-Lab 
facilities you can create a research 
department and set them off in any 
direction you fancy. By setting up a 
schedule of priority, you can devel- 
op anything from your weapons' 
ranges to your land-based MU's effi- 
ciency over different terrain. 
Research can only continue if you 
have enough labs set up. as each 
'project' takes up a certain amount 
of each Sci-Labs' time and effort. 



Once you've set your Sci-Labs onto 
a particular area of research, time 
will pass and discoveries will be 
made. As new tech levels are 
gained in certain areas of science 
(here, for example. I've moved a 
level forward in air-speed capabili- 
ties), reports will interrupt play 
and inform you of the good news. 
You can now go and add your 
new-found wonders into the ML) 
designs that you've been using up 
until now. 
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You won't get very far without any 
military units (MUs), so one of your 
first priorities must be to build up 
some decent-sized squads. There are 
a number of different vehicles at 
your disposal, including subs, space- 
craft, air fighters (shown here) and 
land-based vehicles. As your technol- 
ogy level improves, you can bolt new 
features onto these 'Mark 1' models 
as they become available. 

(Right) You can set the game 
parameters as specifically or as 
vaguely as you want using a series 
of Q&A menus, and then by alter- 
ing specific elements such as 'How 
many MUs should each side start 
with?' and so on. Once you've fin- 
ished setting the game up, the 
machine will analyse the two side's 
chances and give you a opportuni- 
ty to equal things up or give an 
ariuantagt* H^r«» you can see that 
KIAI have a huge advantage over 
HITLER, which may sound good, 
but in honesty will lead to a fairly 
boring game. 
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(Below) The constant building of 
research and manufacturing facilities 
is crucial to your success, but before 
you build, you need to conduct a sur- 
vey of the area to find the most suit- 
able location. Sci-Labs are best suited 
to the desert, while power stations 
will be more successful in the ocean. 
Your war effort will grind to a halt 
unless there are enough resources so 
don't neglect them. 
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Everybody was Kung-Fu fighting, appare 
ly. In fact, they were doing anything to 
avoid playing Dynabyte's new beat- r em-up. 
David Upchurch belts up... 
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isn't life full of surprises? Last 
month, there was us thinking that 
Flair's Dangerous Streets had to be 
the last word in awesomely awful 
beat-'em-ups but no! — here comes 
Tube Warriors all set to make us 
rethink just how bad games can get. 
The big pity with Tube Warriors (and 
Dangerous Streets, come to that) is 
that the basic engine for an excellent 
Street Fighter 2 clone — or even a 
perfect conversion of the coin-op I & R R > H I C 5 
itself — is in place. Trouble is, it's 
obvious that having written it the 
programmers have no idea what to 
do with it. The backdrops, for exam- 
ple, move as nicely as any in Street 
Fighter, with loads of top foreground | jl* YII I L IT Y 
and background parallax effects, but 
they're just so drab and unexciting to 
look at. Likewise, the fighters are 
poorly drawn (something of an 
understatement, to be honest) and 
stiffly animated, but they bounce 
around swiftly enough. Now I could 
live with ropey graphics if the game- 
play was any good but, to be blunt, 
It's a mess. The joystick control is 
sheer crap; if you simply want to walk 
left and right you have to make the charac- 
ter take each step by tapping the joystick in the required 
direction, so you can imagine what a nightmare the com- 
bat moves are to pull off. There are many other things I 
could go on about — the crude presentation, the fact 
that you can't choose your character in one-player mode, 
the duff sound — but I think you get the idea. I took this 
home to review over the weekend and even my girl- 
friend, who still thinks Space Invaders is advanced com- 
puter entertainment, recognised it as crap. Stay well 
away for fear of contamination. 
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You lucky people! There are no plans for a cut 
down A500/600 version or a port-over to the 
CD32. Phew ie! 





Living in London, as I do, I occa- 
sionally have to travel on the 
Underground. I try to avoid it 
if at all possible — typically it's only 
when the Rolls has broken down or 
my private helicopter is in for a ser- 
vice — because, to be frank, I don't 
enjoy it. 

I don't think I've ever had what 
could be accurately termed a 'pleas- 
ant' journey on the Tube. After all, 
what's 'pleasant' about being jam- 
packed into a tiny carriage with your 
face pressed into somebody's sweat- 
riddled armpit, having to fend off 
money-hungry buskers and alcohol- 
soaked tramps? Nothing, that's 
what. Th« final insult is that you 
have to pay through the nose for the 
privilege! 

But enough of my ranting. What 
it's all building up to is that Tube 
Warriors, the latest release from 
Dynabyte (the Italian developers of 
the entertaining Nippon Safes Inc.), 
is a beat-'em-up in the Street Fight- 
er 2 mould set inside a series of tube 
stations. 

Bizarre, eh? But true. According to 
Dynabyte, all the world's rock-hard 
geezers and geezesses like "Going 
Underground' — and by that I don't 
mean that they're big fans of an 
early 80s Number One by The Jam — 
when it comes to sorting out who's 
the rock-hardest of all. 

It's all pretty standard stuff, with 
the usual array of weirdo fight- 
ers, special moves, exotic fight 
locations and so on. In fact. If 



(Above) Each fight takes place in a 
different station around the city. It's 
possible for the fighters to hop 
between the near and far platforms, 
but it's not exactly easy to do or, to 
be honest, worth the effort. 




And in the red corner... Each charac- 
ter has a special move that's 
accessed by holding down fire. 
However, it takes so long to activate 
that your opponent will normally 
have floored you before you have a 
chance to use it. 




You can only choose which charac- 
ters you want to be in two-player 
duel mode. As you can see from this 
shot, the graphic quality Is top- 
notch. Ahem. 

you've played any beat-'em-up 
released in the last couple of years 
you'll know exactly what to expect. 
What you won't expect, perhaps, is 
that Tube Warriors is arguably the 
worst Amiga beat-'em-up. Ever For 
the reasons, read on... 
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France for £1! Holidays for £8.50! Just two of the offers you won't find within The 
Sun's first computer game, as Simon Byron discovers... 

ife, some would say. is better V y ^ w a w a^A^A <> a — aTa* 






to bank as much dosh as possi- 
ble. There are plenty of gems to 
collect along the way, increasing 
Snap's supply of readies. 



To leave a level. Snapperazzi needs 
to take pictures of the resident 
megastars. However, film is in limit- 
ed supply so you need to keep an 
eye on the total and collect more if 
necessary. Whenever you lose a life, 
the level's film stock is reset so you 
should never be too far away from 
a top-up if you're running low. 



The problem with mopping up the 
gems is that they aren't really 
that valuable. A better policy is to 
take pictures of the various 
coloured stars which populate 
each level, all of which are worth 
varying amounts of money. 

Whenever Snapperazzi runs out of 
cash he loses a life. The main 
finance-draining culprits are shops 
which rapidly reduce your collateral 
and these platforms - you can land 
on a smiling walkway without any 
worries, but as soon as the faces 
turn sour your cash depletes quick- 
er than Dave's in a sweetshop. 



7*C 




R E V I E 



>ub games pop up from time to 
time to provide a brief respite 
from the platforming action. 
From what I can can gather, 
there are fourteen of these to 
discover, ranging from Tip-Top 
Tennis (bat the ball at the Page 
Three, er, 'beauty') to something 
called Petris (can't for the life of 
me think what that's based on). 



0 





No platform game would be com- 
plete without a few enemies and 
Snapperazzi is no different. Some 
give chase on sight while others 
are content to mill aimlessly 
around without much purpose in 
life. Each time a foe brushes past, 
you lose some energy and when- 
ever it reaches zero you go one 
life down. First aid kits can be dis- 
covered throughout every level, 
increasing Snap's health supply. 




Joystick 



Memory 
1Mb 



1 45% 



Well, I'm more than surprised. I think 
everyone fully expected Snapperazzi 
to be the biggest pile of steaming 

excrement this side of Dangerous publisher: Alternative 
Streets, but thankfully it appears Software 

' Developer: The Sun 

that this is not the case. Don't get 1 i 

, £19.95 Out Now 

me wrong — there s no way ^ 

Snapperazzi Is going to pick up any 

awards this year, but it's moderately joystick 

enjoyable and quite a challenge to ■ i 

' ' n ° Memory | Dtjtfc 

boot. The Sun has extensively cov- i*b | * 
ered the game since its conception 
and frequently proclaimed that COW 
Snapperazzi includes 'exciting and JLlO 
original gameplay', but. as I'm sure I^T^HH 
you have gathered, this is perhaps ^/// 1 Jpm 
just a little economic with the truth. *|j (0 

There's nothing here which we rTTTTTTTTTTS 

haven't seen countless times before ™ r — - ■ 1 

and in terms of presentation there's H 1 Vn 

a great deal lacking. Many of the mvvrrr^m 
game's features are shoddily imple- ~j~ r~ ^^^ H 
mented and reduce the game's over- ^t(17 
all credibility. For example, there are I 
better and more noticeable ways of 
informing the player that he's col- mglgmm 
lected the required amount of I U W# 

Chewits than just flashing the side jQ (Q 
panels - not the most player-friendly 
game feature in the world. Also, some of 
the game's hazardous platforms are a tad inconspicuous 
at first, meaning that you'll spend some time trying to 
work out exactly why you died at a certain point. When 
all's said and done, there's no way in the world that I'd 
give this the big thumbs 
up The Sun is expect- 
ing, but it's not a bad 
little game 
and certain- 1^^— 
ly nowhere ^^r™ r 
near as bad 
as every- 

one feared. So phew-ie for 
that, then! 



It's highly unlikely that the game will be 
revamped for an A1200- or CD32-specific 
release, so I wouldn't hold your breath for it. 






The Sun recently proclaimed that 
Snapperazzi's colour-cycling back- 
grounds are innovative and tech- 
nically stunning. It couldn't be 
farther from the truth — we've 
seen this effect umpteen times 
before. In a car- 
ing, sharing 
kind of way 
they've 
made this 
garish 
effect 
optional, so 
epilepsy 
sufferers 
needn't 
worry. 
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Publisher: Psygnosis 
Developer: 

ln-house 



£25.99 Out Now 



Mot Hard Dish Installable 



Joystick 



Memory Dii 
1Mb 3 
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I THE VERDICT 

Time was — and it wasn't that long 
ago — when the arrival of a new 
Psygnosis game at EMAP Towers 
would send a wave of excitement 
through the hordes of cynical hacks, 
and they'd all gather around the 
nearest Amiga to see what visual 
and aural treats the Scouse scally- 
wags had come up with. With their 
recent releases, they've gone some 
way to rejuvenating our enthusiasm I 
but if Dracula Is an indication of 
what's to follow then I can't see 
that trend continuing. The game Is I 
appalling In just about every 
department. For a start, plot bears 
no real resemblance to the film's 
whatsoever. I know this is a trap 
many movie tie-ins fall into but it s 
particularly bad in Oracula's case. In 
fact, change the graphics and this 
could so very easily have been a 
poor Shadow of the Beast clone. 
Talking of graphics (and I suppose 
we must) the backdrops are grey 
and dull, and the monochromatic 
sprites — especially the bats — get 
lost all too easily In them. The anima 
tion is laughable too, especially that of the hero Harker; 
when punching and kicking he looks like he's trying to 
disco dance — badly — and jumping he resembles 
Norman Wisdom doing a 'Mr Grimsdale'. The combat — 
more than a little important In a game of this nature — is 
something of a let-down too, mainly due to difficulty of 
pulling off the fiddly fighting moves and the shoddy col- 
lision detection, meaning that success is due more to 
luck than skill. The stake through the game's heart is 
that the task of hunting down the coffins is plain boring, 
and is made even more so by the laborious trudging back 
and forth through the levels you have to do. With this 
game Psygnosis have rewritten vampire legend, turning 
Dracula from a bat into an out-and-out turkey. 
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Will Dracula rise again and continue his reign of ter- 
ror on the A1 200 or the CD32? Ft no. 


A1200 


«. 1 CD32 
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UPDATES—UPDATES. 

Matt Broughton is a lucky man. Not only does he have a full head of hair and the sort of 
chest Kate Moss could only ever dream of, but he also gets to look at all the updated 
A1200 and CD32 software. Lucky git or what? 



SABRE TEAM 

A1200; Krisalis 
£29.99 



I was once a dedicated reader like 
yourself, and I too believed every- 
thing that The One told me. Of 
course, I now know that there are 
gross inaccuracies in everything we 
say and do (are you sure we should 
let the readers know that? - David.) 
but that didn't stop me acting upon 



the words of a then-youthful staff 
writer by the name of Simon Byron, 
who told me that Sabre Team was 
worth 81% and "one of the most 
engrossing action strategy games 
around". 

So I went out, bought it and thor- 
oughly enjoyed it, although I agreed 




with him (you'll not see that hap- 
pening again now that I work with 
him) that the computer's turns took 
a bit too long. But here, a year later, 
is the A1 200 version, boasting some 
extra sausages. Let's have a look, 
shall we? 

If you're not familiar, Sabre Team 
is an action strategy game, where 
you take control of a small team of 
SAS lads as they work through a 
number of missions involving rescu- 
ing hostages from such scenarios as 
a jungle and an Embassy siege. It's 
all turn based, with each team mem- 
ber having a limited number of 
'action points' to spend on moving, 
shooting, etc, per go. 

As far as I'm concerned, the orig- 
inal game only really suffered from 
the computer thinking time already 
mentioned which sometimes lasted 
nearly a minute. In this A1200 ver- 
sion, however, the computer only 
takes two or three seconds at most 
to make its moves, improving the 
game's payability and flow no end. 

Krisalis have also taken it upon 
themselves to make a number of 
extra improvements such as an 
intelligent password system, 
new music and a bucket load of 
sampled speech that intro- 



duces each of the missions. More 
static 'scene screens' have beer 
added, boosting the already heav> 
atmosphere. There's also a fast star 
option, where a team and then 
weapons are selected for you, letting 
you get straight into the action. 

In addition, the icon panel no.-, 
features a 'Go To' option, allowinc 
you to select an area on the screer 
for your man to walk to, rather thar 
having to take it step by step on tht 
compass points. 

The overall graphical improve 
ments plus the speed, added music 
and excellent speech make this 
already impressive game an absolute 
winner for anyone with half an inter 
est in action strategy. I would've rec 
ommended it before, but now I fee 
it only fair to scream 
"Buy it I". 





CD JAMBOREE! 

Yep, more of the same, as we take a look at 
some old releases that have been ported 
across to your faithful CD32. 

MORPH 

Millennium £34.99 

I covered the A1200 update of this interesting 
arcade/puzzle game back in the October '93 
issue and awarded it a handsome 84%. Well, 
here it is again, in all its Al 200 version glory — 
only this time on your CD32. The story revolves 
around a young lad called Morris Rolf (Morph 
to his friends) who's been left in a unstable 
molecular form following an accident in his 
mad professor friend's lab. 

He's now quite literally become a 'morph' 
and can change between four states of 
being: gas cloud, solid ball, rubber ball and 



liquid. Morph must collect pieces of lab equip- 
ment from four zones, and needs to negotiate 
a number of traps and puzzles, only possible 
with careful control of his form (clouds don't 
like extractor fans etc.) I'd recommend this to 
fans of the genre, but £35 for a straight port 
does seem a bit steep. 




SEEK & DESTROY 
Mindscape £25.99 

Blummy lummy! T'was only last issue that 
David reviewed this game (78% Overall) and 
here it is, already ported across to the CD32! 
Well done chaps, that's the sort of thing we like 
to see. Considering the fact that by now you've 
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probably played our demo (it was on Novem- 
ber's coverdisk) and read last issue's review, it 
seems a bit pointless giving you a game syn- 
opsis, but needless to say that you are the pilot 
of a heavily armed Apache helicopter sent to 
complete a number of dangerous missions 
across hostile territory. 

You have a wide number of weapons at your 
disposal, and can also collect ammo from 
destroyed bases across the landscape as well as 
rescue hostages from POW camps. David's over- 
all opinion was that the game was great fun 
to play but lacked in lasting appeal and, to be 
honest, I hove to agree. Excellent stuff none- 
theless though, and a worthy addition to your 
collection. 
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Replays! Replays! Two for under 
incredible choice you've got... 



£26! Cheaper than yer full-price! And just look at the 




ROBOCOP 3 

The Hit Squad £12.99 

With the film stuck in development hell longer than any 
other in cinema history. Robocop 3 must be the only movie 
licence to be out on budget before the film has been 
released! Despite this dubious honour, though, Robo III is 
quite simply one of the best licences ever to hit the Amiga. 

After a year or so of criticism regarding platform/driving 
game licences (Batman, Darkman et al) Ocean kicked back 
by farming Robo III out to D.I.D. Using the film's story- 
boards they created a stunning multi-stage blaster which 
incorporated both vector graphics and beat-'em-up action! 

The game's plot sees OCP taken over by a huge Japanese 
company who aim to create a new city where Detroit cur- 
rently stands. However, the citizens living there refuse to 
move, so the Japanese conglomerate employ a SWAT team 
to entice them to change addresses. Now free of his prime 
directives, Robo sees that something is obviously awry and 
steps in to help the beleaguered populace — and this 
licence picks up from there. The game starts with Robo driv- 
ing around a 3D city but later scenes add first-person maze 
sections and a series of shoot- 'em-ups as the plot unfolds. 

Quite simply. Robocop 3 is fantastic. It successfully mixes 
a limited palette of blues and greys with bitmapped graph- 
ics and polygons to create a dark environment. The assort- 
ed alleys and roads are suitably bleak, and the atmosphere 
generated is nothing short of incredible. In addition, the 
game plays well too — the 3D is the most interactive 
you're ever likely to see. A stunning game, Robo 3 should 
be the first item on your list of directives. (MB] 



ZOOL 



Gremlin's 'Ninja From The Nth Dimension' recently died a death on its assorted console 
versions, but now he's back licking his wounds In the best version of this colourful plat- 
former. Zool is the self-proclaimed guardian of the universe and yet another bad guy has 
stepped in with an invasion force to take the over the galaxy. Armed with a sword, a gun 
(which appears to fire Smarties) and magical capabilities. Zool has been dumped at the 
start of the first world and left to battle his way to the guardian lurking at the end of 
the very last. 

Each of the worlds is based on a theme — food, tools, music, you know the sort of 
thing by now — and patrolled by all manner of similarly-inspired foes. Thus while explor- 
ing Sweet World Zool is attack by Liquorice Allsorts and jellies, all of which are easily dis- 
patched by a swing of Zool's trusty cutlass or a shot from his gun. Annoyingly. however, 
the nasties regenerate off-screen — and a little too quickly for my liking, making the game 
frustrating to play. 

The problem with Zool is that Gremlin had originally intended for it to be an Amiga nval 
to Sonic — fast-moving, plenty of action and colourful. And while Zool is indeed a visual 
treat featuring loads of bright characters, it never gets the chance to rival Sonic due to a 
number of irritating faults. 

For instance, whilst Zool is perfectly capable of outrunning the little blue hedgehog, he 

never gets the chance 
because as soon as he gets 
going he stumbles into one 
of the aforementioned crea- 
tures — and with three hit 
points you can't afford to 
do that too often. This 
means that a potentially 
speedy game is reduced to 
a walk-through affair. Yes, 
Zool may well be Gremlin's 
hero but he's got a long 
way to go before Mario, 
Sonic the Hedgehog and co. 
should begin to worry. [MB] 
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WAR ZONE 



Corkers £9.99 

Remember the days when you couldn't go into the local 
arcade without seeing countless Guerrilla Wars, Ikari War- 
riors and Commando machines dotted between the Drag- 
on Ninjas and Operation Wolfs? So do Core - and Warzone 
is best described as the Derby company's 'tribute' to the 
many who died in the aforementioned coin-op battles. 

A one- or two-player game. Warzone is a five-stage blast 
with the player and a mate yomping upscreen in search 
of... well, people to kill. In the midst of the many gung-ho 
baddies firing back are a handful of hostages tied to poles 
and your only real objective (aside from wanton destruc- 
tion) is to free these unfortunates. 

To aid your task, medical kits and power-ups can be 
found in the shape of small red cross parcels and metallic 
tins. The former replaces one unit of energy when collect- 
ed, but the latter contains weaponry which is a different 
kettle of fish entirely. Not only can you pick up the likes 
of the customary homing missiles and flamethrowers, but 
Core have added bazookas and chainguns just for a laugh. 
What's more the effect each weapon has on the enemy vary 
too, and we defy anyone not to laugh the first time they 
see a bad guy singed for standing too 
close to the flamethrower! 

As is typical of most Core games, 
Warzone is a bit of a visual treat. 
However, whilst it looks better than 
any of the Commando clones, it isn't 
as much fun. The action is often a lit- 
tle sedate and a pattern soon emerges 
allowing the player to second-guess 
the enemy troops. It would have been 
much better if you could storm 
upscreen guns blazing but, hey, never 
mind - this is cheap and, despite its 
faults, still worth a gander. (DU] 
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BIRDS OF PREY 

The Hit Squad £12.99 

Although it took an age to appear, Arg- 
onaut did themselves proud with Birds Of 
Prey, it has to be said. Even today it offers 
more planes and things to shoot than 
most of Its rival flight sims. According to 
the unlikely scenario, NATO and the East- 
ern Bloc are engaged in an almighty bat- 
tle. With a squad of forty different planes 
at your disposal, your aim is to smash the 
enemy in assorted dogfights whilst simul- 
taneously ensuring that everything back 
home is hunky-dory. 

As such. Birds Of Prey is a much more 
involved sim offering more to do than 
most of its rivals. But, of course, there's a 
downside. After all, there may indeed be 
loads of planes to select from, but the mis- 
sions themselves are a little staid and 
samey, no matter which of the planes you 
opt to use. I mean, there are only so many 
flaps on a plane to wiggle, and they cer- 
tainly don't seem to vary THAT much! 

Oespite the repetitive missions. Birds Of Prey is still a worth- 
while budget release. Techy buffs will love it because it has so 
many planes, weaponry systems and it attempts to be one of 
the most accurate flight sims to date. However, having said 
that, fans weaned on more recent, action-packed sims such as 
Gunship 2000 and the like will find it a little too dull in 
the exciting action 

department. [MB) (80 /O 







WIZKID 

The Hit Squad £9 99 

Another game which for a while seemed to destined to 
star in a 'Where Are You?' article, Wizkid is Sensible Soft- 
ware gone mad. The sequel to the classic C64 blaster Wiz- 
ball. Wizkid sees the original game's spherical hero con- 
tinuing the family tree with a young son — the Wizkid of 
the title. However, Wiz senior has been kidnapped, so it 
falls to young Wiz to go and get him. Still with me? Good. 

Wizkid Is a strange but playable hybrid of Arkanoid and 
platform gamestyles. Depending on whether Kid has a pair 
of legs directly beneath his pea-green head (see, I told you 
it was weird), he either has to clear a succession of screens 
of bricks whilst KO-ing the assorted baddies which roam 
the area, or solve a number of object-related puzzles. 

By rights such an obtuse mixture shouldn't work but — 
as with Vic and Bob — Wizkid hangs together rather well. 
It would have been all too easy for it to have fallen into 
a Sensi Ego overdrive game, with loads of in-jokes and the 
like, but Wizkid's humour actually works in the game's 
favour. Wizkid is also extremely playable — a winning 
point in anyone's book. The Arkanoid-style screens are 
easy to play yet to reach the later stages requires genuine 
skill, and the puzzles are funny without being obscure. 

In all, Wizkid is a brave departure from the normal 
arcade/adventure style — and innovation like this 
shouldn't be ignored, so if you missed it first time round 

make sure Wizkid is 

on your list of 'must 0 
get' priorities. (DU) 




RISKY WOODS 



In the so-called good old days of the C64 and Spectrum 
there was a company called Dinamic whose games were 
released through Ocean, Games like Army Moves, Game 
Over and Freddy Hardest won them their reputation — 
not one of quality, though, but one for games which 
were so unjustly tough you'd be bald after playing them 
for a week. 

Risky Woods saw Dynamic's return to the computer 
scene and whilst it has a lot in common with past Dinam- 
ic games — bright, attractive graphics and plenty of lev- 
els — it thankfully isn't quite so frustrating to play. 

An evil wizard has cast a curse across your fair land 
and encased the monks who protect it in stone. As the 
only person capable of freeing them (the rest must have 
had notes from their mums), you must traverse a series 
of horizontally-scrolling stages, leaping chasms, fighting 
foes and generally re-enacting every platform game you 
have ever played before! 

As our baggy-trousered hero wanders from left to 
right, care must be taken to battle the skeletons and 
demon which attack, whilst avoiding spiked pit traps and 
falling rocks. This may sound easy, but several frustrat- 
ing factors soon make things harder. You want annoy- 
ing? How about this? Whenever a skeleton lunges at you 
when you're standing on the edge of a platform, you 
always get knocked into the chasm behind! Grrrrrrr. 

Little faults like this and the game's over-tenacious 
baddies stop Risky Woods being the fun game it should 
be. Average, and nothing 
more than an adequate M 
budget game. [SB] 
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ASSASSIN 

SPECIAL 

EDITION 



Ah, good old Team 17. Infa- 
mous Northern beer-drinking 
gits that they are, they have 
managed to stick two fingers 
up at the console invasion by 
releasing stunning blasters 
and platform games which 
people thought only Sega and 
Nintendo could do. 
In which case, it did seem 
rather strange that their 




Strider lookalike. Assassin, 
starred what could only be 
described as a bit of a weird- 
looking jessie. And, even 
worse, he was armed with 
some rather pathetic 
boomerangs — not the hard- 
est choice of weaponry in the 
world. 



True, this didn't particularly 
spoil an excellent game, but it 
was like when you used to 
play 'The Professionals' at 
school — nobody wanted to 
be Doyle, they all wanted to 
be Bodie. And Assassin's hero 
was a bit of a Doyle. Well, 
with the advent of Assassin's 
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rerelease as a budget title, the 
Team 17 gang have taken the 
chance to make the hero a bit 
more butch and give him a 
gun — an Assassin: Bodie Edi* 
tlon, if you will. 

Well, apart from the most 
obvious change, the rest of the 
game has also been tweaked 
quite substantially in several 
key areas. Most noticeably, the 
previously-huge levels have 
been broken up into a series of 
small stages, which means 
that you don't have to restart 
from a far and distant point 
any more! 

This is a major plus in this 
rerelease's favour, and it's 



really good to see that Team 
17 obviously listen to the crit- 
icism their games receive. 
After all, if a game had an 
extremely annoying fault 
first time round, why should 
we buy it for a tenner less if 
it still doesn't play that well? 

So there you have it: an 
excellent Strider clone which 
out -does the Capcom game it 
was based on. It looks better, 
it plays like a dream and 
there's plenty to kill — what 
more could you ask fori Buy 
it. [SB] 
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PUSH OVER 



Ocean linked up with Smiths' Crisps to licence their Quaver-crunching Curly Colin character for 
this unusual puzzler - although, to be honest, for the all the relevance Push Over has to cheese 
snacks it could have been the Ribena berries or the Gold Blend couple! 

Based on the domino-toppling antics you used to see on Roy Castle's Record Breakers all 
those years ago. Push Over sends Colin into a series of surreal levels with just one intention - 
position the dominoes so that pushing the specially-marked 'Start' tile will in turn knock over 
every domino on the screen. 

However, these dominoes aren't like the ones Roy and Norris are used to as they can do things 
like split into two, fly upwards or form a platform. As you can expect, as more and more of these 
unusual additions make an appearance clearing the screen gets progressively harder. 

Although there's no doubting Push Over is a very nice idea, it has to be said it's hardly excit- 
ing. The action is a little too laid-back, with none of the freneticism of classic puzzlers such as 
Tetris or Columns, and it takes so long to see if your careful manoeuvring of the dominoes has 
worked that it can be extremely annoying to have to wait to see if one slight rearrangement 
makes any difference. 

In addition, as the many styles of domino are added one at a time, it takes ages before you 
can make it on to the later stages — by which time I doubt if you'll want to bother. If you can't 
sleep, give Push Over a whirl. Otherwise, spend the tenner ^pj^p^p^p^p^pjj] 

on a big box of Quavers. [DU] 
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WOLFCHILD 



Corkers £9.99 

The subject of Lycanthropy rears its hairy head as Core's Strider-esque platformer bays at the 
moon for a second time. Actually, out of all of Core's games, this is one of the most disap- 
pointing — Frenetic not withstanding! 

Released shortly before Helmdall, the Derby-based company must have had a bit of an off- 
day as, despite looking quite impressive, Wolfchild plays like a dog. Controlling the said Wolf- 
man, the player has been set the unenviable task of rescuing their father from the hands of 
an evil kidnapper. Thus, starting as a human, you start off scouring a huge metallic spaceship 
in search of the power-ups which will unleash your wol vine side. Oh yeah, and you can also 
shoot the multitude of baddies which wander the many platforms. And that's It. 

Yes, as a wolf, the player can climb, run and jump — but the action is so slow-moving you 
won't want to bother exploring the mud mines and forest which rear their ugly heads later 
on. In addition to the problem of the game's slow nature, it also suffers from offering abso- 
lutely nothing new to the platform genre. I mean, there's only so many times that a game 
such as this can throw up a boss creature at the end of the stage. The idea was getting on a 
bit when Wolfchild was 
released two years ago, so it 
could be carbon-dated these 
days I 

Generally, Derby-based 
Core Design can be relied 
upon to create either classic 
original titles or superb 
revamps of old ideas. With 
Wolfchild they failed on both 
counts. Needless to say, ft 
isn't recommended. 1MB] 
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CRUISE FOR 
A CORPSE 

Kixx XL £14 99 





This is very much the forgotten Delphine game - and 
what a pity. Recalling the adventures of Hercule Poirrot 
(the David Suchet version with the slug under his nose, 
not the lardy Peter Ustinov version), Cruise is an Agatha 
Christie-style adventure, with the player stepping into 
the white leisure suit of a 30s detective hero. Set on 
an opulent cruise liner, a murder has taken place so by 
guiding the slick sleuth through the game's many 
rooms, it's up to you to piece together any clues you 
may find to discover who did the dastardly deed. 
There's a large cast to interact with, and more red her- 
rings than in a Bird's Eye factory — but fun is the main 
thing on the agenda. 

Cruise was another brave attempt by Delphine to 
combine their chunky sprites with a cartoon-style envi- 
ronment. The ship's decks are stunningly detailed, and 
the game also uses a number of unusual 'camera' 
angles to display the assorted goings-on, adding a true 
movie feel to the game. The sprites are far from intri- 
cate, but they move fluidly. and Delphine's use of cut- 
away shots is apparent throughout. 

Overall, whilst the effect makes the game took rather 
different from the normal adventures, there's more 
depth in Cruise than the likes of Flashback and Anoth- 
er World. The game looks superb (loads of close-ups 
of objects and stricken faces), and the crime will take 
most people quite a while to solve. This is the game 
US Gold's Murder should have been, but it was defi- 
nitely second time lucky for USG, and you shouldn't 

miss it this time ^^^^^^^^^^^ 
round either. |MB| g [g g 




LOTUS 3 




By the time Gremlin got round to releasing Lotus 3, it has to 
be said that developers Magnetic Fields were obviously start- 
ing to run out of ideas. After all, the first Lotus offered 
unbeatable two-player action and the fastest road update the 
Amiga had seen, and the sequel offered a full-screen one- 
player mode which still managed to keep the road moving 
smoothly — it even had more cars. So what could they do 
for the third game? Er, more detail in the trees? Birds in the 
background? Pushbike parked by the roadside? 

Instead, they decided to leave the main game as it was and added a construction kit. Not 
a new idea admittedly — and one Gremlin themselves had already used In its easily-forgot- 
ten Combo Racer — but one which works well never-the-less. Yessirree, from the comfort of 
your armchair you can sit back and add all manner of twists and turns to a track of your mak- 
ing, whilst choosing the scenery and adding any other obstacles you deem necessary. Great. 
Well, that's the theory. Personally, I always get a bit bored of track designers as I can never 
be bothered to finetune them and stick to creating tracks which only serve to wreck my 
Lotus. 

As such. Lotus 3 seems like a bit of a redundant title. Yes, it still offers good road-racing 
action (but nothing Lotus II didn't have) and, yes, it looks really nice — but there's still no 
major difference. That just leaves the track designer to 
warrant the extra cash and. to be honest, I don't think 

it is enough to justify a purchase. [SB] ■■^^^Lri^^^H ■ W 




THUNDERHAWK 

Corkers £9 99 

Mac Avery's first game for Core aimed to produce the fastest 
polygons the Amiga had seen and a flight sim which virtually 
anyone could pick up and play — and, to everyone's surprise, 
he succeeded on both counts. Wrapping yourself into the 
heavy sheepskin-collared jacket of a veter- 
an 'chopper pilot Thunderhawk drops the 
player into a number of battle scenarios 
which they must sort out using whatever 
means they decide upon. 

The first thing that impresses about 
Thunderhawk is the simplicity of the con- 
trols. The mouse controls everything from 
the speed of the helicopter to turning it and 
activating its weaponry. This is what sepa- 
rates Thunderhawk from the likes of Gun- 
ship and its kin, as the Core game may not 
win any prizes for its complexity but when 
it's so much fun to play such carping seems 
rather academic. 

The second impressive feature is that as 
soon as you're whizzing around in circles, 
marvelling at how easy the whirlybird is to 
control, you'll notice the fast-moving and 
rather detailed vectors used to depict the 
many backdrops and buildings. Yes, Thun- 
derhawk not only plays well — It looks fan- 
tastic, too! 

This combination is simplistic controls 
and fast update — not to mention the 
countless missions on offer (from bombing 
buildings to destroying convoys) • make Thunderhawk the best 
entry to the flight sim genre you could ask for. At this price it's 
a steal — so if you missed it first time round, don't make the 
same mistake twice. [SB) 
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PREMIERE 




With Heimdall under his belt 
Core's artist extraordinaire, 
Jerr O'Carrolt. turned his 
attentions to the movies with 
this stunning-looking plat- 
former. Cast as a hapless film 
editor, you awake one day to 
find the rough prints for your 
latest cinematic hit nicked 
from under your very nose. In 
all, six reels have gone AWOL 
and must be recovered if you 
are to save your job. Thus 
begins a rather samey plat- 
former which excels in the 
graphical department but is 
sorely lacking in both speed and playability. 

Each of Premiere's worlds is based on a separate movie 
theme — Keystone Cops, Westerns, Sci-fi epics, etc — with 
the nasties within tieing in accordingly. Controlling the 
game's large and well-animated hero, the basic gameplay 
revolves around avoiding hits from the aforementioned bad- 
dies littering each screen and collecting dynamite and space 
guns to fight back with. Similarly, the film sets are punctu- 
ated by doors which, if opened, take our hero round to the 
back of the set (complete with struts holding the two-dimen- 
sional facades up!) where where he's most likely to find extra bonus objects. 

All this jumping and lobbing stuff paves the way for a larger guardian lurking at the end 
of the stage — and these merit extra praise. Take, for instance, the Wild West boss. Appear- 
ing directly ahead, the basic aim is to beat him in a draw — but if you draw too soon, you 
lose automatically! 

Ideas like this raise Premiere above the majority of the platform jetsam knocking around, 
but not high enough to retrieve the sadly inadequate gameplay. Premiere was fairly impres- 
sive when it was first released eighteen months ago, but now it has been superseded many 
times over and just looks dated and dull — a bit like the El- 
movies it's based on. [MB] 
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JOHN MADDEN'S FOOTBALL 

The Hit Squad £12.99 

The Megadrive version of John Madden's Football has had more regenerations than Doctor 
Who. For the Amiga, though. Madden is still in Us William Hartnell incarnation, but this ver- 
sion is such a goodie there was never any need for EA to go tinkering with the code. Con- 
Trolling any one of the available teams, the one and only aim of Madden is to guide your 
bunch of oversized apes to victory. 

I won't bother explaining the rules as Madden won't convert anyone unfamiliar with 
American Football — but Superbowl fans will lap this up. Madden uses a mixture of arcade 
and strategic elements for its gameplay, leaving the player to decide on their attacking or 
defensive formations, and then actually implementing them via a series of accurate pass- 
es. This combination means that every aspect of your on-screen squad's performance is 
down to you — doubling the satisfaction when you lead them to victory. 

With the gameplay perfect in virtually every aspect, only the graphics could let Mad- 
den down — and they are nothing short of excellent. The players are represented by large 
sprites who charge up and down the screen so realistically It's nigh-on impossible not wince 
as they are downed by a bone-crunching tackle. In addition, it's little touches which make 
Madden just that little bit spe- 
cial — players turn slightly to 
receive a pass, for instance. 

After years of strategy-only 
American Footy games this is 
an absolute Godsend. As men- 
tioned, it won't appeal to peo- 
ple who can't see the point of 
staying up late one Sunday ever 
year, but for us fans too lazy to 
get involved with the real 
thing, this is the perfect oppor- 
tunity to become the Amiga 
version of The Fridge. [SB] 
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COMPETITIO 





FOUR TEA/IA 17 GAAAES! 

PLUS! Five sets of two Team 1 7 double packs for the runners-up! 
And it's all thanks to Team 17. 




Team 17 aren't content with 
the limited success they've 
enjoyed and who can blame 
them? I mean, virtually everything 
they've released has only gone to 
Number One and, at one stage, four 
of their games occupied the top four 
positions in the budget charts. Yes, 
pathetic, isn't it? 

So now, having conquered both 
sides of the floppy market. Team 1 7 
have turned their attention to the 
exciting world of CD entertainment. 
Within the next month two fantastic 
double packs will be released, one 
containing Project-X Special Edition 
and F17 Challenge, with the other 
housing Qwak and Alien Breed Spe- 
cial Edition. 

In case you're new to the Amiga 
scene and don't realise the quality 
of these four titles, here's a quick 
two sentence recap of each of the 
games making up the quartet. 

Project-X is quite simply the best 
horizontal blast available on the 
Amiga. The original full-pricer was 
a bit hard (frustratingly so on occa- 
sions) but the Special Edition has 
been made easier and, as such, is a 
real joy to play. 

F17 Challenge is a smart arcade 
racer. With silky-smooth 3D routines 
and adrenalin-pumping action, it's 
up there with the likes of Lotus and 
Jaguar XJ220. 

Qwak is without a doubt one of 
Team 17's most instantly playable 
games. Bearing more than a passing 
resemblance to Bubble Bobble, this 
cutesy platformer kept us here 
at The One occupied for abso- 
lutely ages. 



Alien Breed Special Edition is the 
oldest game to be included in the 
double packs. It's not as sophisticat- 
ed as its sequel, but fans of out-and- 
out arcade action will still find it one 
of the most atmospheric and tense 
top-down blasters available. 

Well, that was all very interesting, 
wasn't it? Now that you're all keen 
to get your hands on these CDs, let's 
find out how you win them. 

All you have to do to stand a 
chance of winning is send the 
answers to the three questions else- 
where on the page to: Team 17 
Compo, The One, 30-32 Farringdon 
Lane, London EC1R 3AU to arrive 
here by the 28th of April 1994. The 
sender of the first correct answer out 
of the hat will walk away with both 
double packs and a CD32 to play 
them on, whilst five runners-up will 
each receive both double packs. 




THE QUESTIONS 



(1) Where is Team 17 based? 

(a) Wakefield 

(b) Warrington 

(c) Watford 

(2) What was the name of Team 17's first 
commercial release? 

(a) Alien Breed 

(b) Full Contact 

(c) Body Blows 

(3) What did we originally give Qwak? 

(a) 86% 

(b) 87% 

(c) 88% 
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0 PD DISKS » GET A FREE 
ISKS & GET A FREE 

GET A FREE MOUSE MAT V/i 
GET A FREE DUST COVER WORTH C3.99* 
GET A FREE JOYSTICK WORTH £6.99 
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D.'or. Mind Kti< 
D»7 InThe C*n Dcnio 
D.ViH-Dtnanue lllumm\ 
D'fW Picie or M« 
D)70 _in Demo : 
n<7l.lcihal fM 

\H7ti Wirfcl nt CmnmiiJiic 
1 1 1 7 7 ( I j u jrjpoi *iij 

PU» llnner Demo 

DMI • The Trip 

III*:/! Pn>|eei Techniii2i 

MH4 Imeiifuie 

D.»W>. M!ihJ*atplAGAl 

DW7. Pawn RheHACAi 

D.WI Hyucra 

DNM Grapevine Hill 

D.Wft-H. .Gnipevine I6(»i 

DKMM. <itapevine I7H 

D40;...la The Kitehcn 



tTIUTIKS 

li I Game* Muuc Creoinr 
U3I . The Comm. D«v» 

UM.JtoJUeviKUiht I 
U.'J.. SounJiraeiet Spe.-nl 
im. .Pamt.Mtnv.Me.lM 
U3V. .Canl I>im,»h 
U4I...IW DevtUUtihi 
LM.l-Hiiurr lixxpxi 
U44. KeTrun. MaVlboot 
U43_PtCn*tH lHllv IM 
U47-I Jhel Dnlonei 
U4'» ttttmiaie Ion Ditk 
UMt.Pime' r.-np ItiK 
U5l_.Ja/^ Bench 

usa -VbWr 

U57-.Dukfcbenvli 
UW .hnl IVsipnei 
U60_.D-Punl Funl< I 

' r,l i ..,|. . 

llftl. Mod .120 
llft.l . Dircel Anim Crcuii* 
UM.-Cnnvwml DeMgnn 
Wft-CLI Help • Other. 
Uri7...yrnKlr« Mreu 
HftM . Ulunuile DiUs I 
VM Ullimale Bo>«> 2 
ini-iAm-cttny" 
U74..M-Cad 

V~?S . huiniil Him* A«'< 
U76..Home Unliw 
l/77._Elciiiueuil 
inn. .Ami 

INH . DotiiheiK li V2fl 
UW..SIIdrJ.m Maker 

I Ml rmk% wort*np i 

I-R4 Cjiahie W.rt J- -p 2 

UV7-Jbrtl Di<k Unh 

I t AmBievo K-lm If" 
t »>S C i.i t W • Olfaen 

U*...GFX Ullh I 
L'llO Ham lull 
UIOI— Std V20 

I I I'M A Cicnc 

UI II. Midi Ulilttie* 
UI 11/114 Video UtlhiJ) 
UIJI—OFX Unh 3 
L'l.<3/IM...NunkCf2l 
UIS6_CrihUX»» (ilemtn 
IT'S S*,u-I Squad Ullh 
I I W Tcmimlitie. VI (I 
IH40 S^u-vn I iJfUimlyi 
i ... ■ 2 1204 mly i 

i ' ■ - I . ■ i i' . ■ 
UI44.-Dcni>h Sample. I 
UI«.. DI(iUl Imm 1MB 
UI4ft. .Vi/Op An 
UI47...S|KMivim hmulaiie 

[ ■ ' ' S . .. . \ . K . . 

UI92...Rn1 ' - ■ ■ Ullh6 
I HI '"^li" W/P 
UIS5...P.D Unh Din. Diik 
UI»...QutelheiKh . (2 04 ( 
UIM Rim (Wuhave 
UIM...Dennl>'i UikI I h.k 
UlnT.DemnlivherUliU 
UIM. Home lluuneu 3 
UI72..-Sgi*tlchil .».»ilyi 
UI7A. OFXlUih.* 
UI77..5iui Chan- 
vmim D*rr(2» 
U I HI. -Cell n Deinu Makn 
UIK6.2nr> Track ln> 11V VI 
11207 . h.in ColleeiM-i I 
U2M- llave lone»Ftni^ I 
U2II^Chtme.vtheik. 
U2l2...Animuicil Pulnio 
U3I.VDe<k Top IHihliJiei 
1 .' ■■ M. ■■ ■. Std 2 
U2l6.M-W*»V/|Cillei 2 2 
II2IH. Dula Bu-e Wi/artl 
U223...Ten Pin i ■ ., Base 
11224. g Bj* Djis Ba«e 
I ;.'(> Game' Sliluliun% I 
II2.M D Painl I."" I 
WL Am. Cadi V I 
U2»- kunmanta 
1240 kvnbllbir 
U252._Opi^.>mmi.20 
U254 New SuprrkiBeiv 2 
U355 Prauadrf vlfl 
U!.** AUri IT l-irulaim 

IW'imj t 
U262.. K F^nulawe 
U27J_V«li hnis I 
V2T4. Illir— Ubeh 
U275_6nO BuMntriv Mn 
U27V._ln»n«i« Pliniei 
; . M. ,. i ... ] . r 
U2KU.„Am» Update* 
U2V4I KukwanJO 
' ."' in ■ - Tiftr Ullh 2 
U2"M-Te«l Imeme V4.0 
11296 - Ulnnuie Hi J. Crea 
l'397-.mPDCiipier% 

I'..... i, ■ 

U2V9 AJJre*. PnmVl I 
U3Q3 (UmeTamci 
Un -Mi«h Bar* VI 
Mm PP MiriMiintli 
U3lt.Vm«phV2.» 
11.11.1 Pni AUmliipy 
UJM.hkih Wi/«nl Ir 
U1I9 Uoer V2.I 
I MS) Ctardeii I ie»iener 
U127 . Be/wt Surf 
IM2V Minn fueine V.14 
UHO SurvKw 
lull ' m. . 
U.Ul.SuperMe* V2.4 



SEND 
YOUR 
ORDER TO. 



<i Wll .s 

01. Return In Ijfth 
02 Cmmts nimp s 
O.l. tX//> li«y 
G4. Stum llaieiv 

GftjRaVfeMdM 

Gh T*inui. 

GV ISuCi*»Cop 

GIO. Dnp 

Gil Hu|(H.i>4i 

Gil Aweniidv 

Gl) IJ^main"! 

GI4 l»«pv Hum km 

OH .Mieia Ail-enniie 

Gin UeoufklAlUnk 

017 Meofwll 

OK InudenCluti 

OI»- Va*inu> Ailvcntum 

r.21t BaltLefiirve 

022 Di»r*Cnve 

024 RmpOl Am 

025 Mayliem 
02f. Meehlliehi 

G27 The Tenai> Game 
G2i.>lnchMn 
02'* Burt Riiaen 
CM Grey «la yet 
GJl.TTile* 
OI2 . Me«aCump I 
fii^M -SuiTreVlt'i 
CIVI7. ..lUlTrrt 2lJ» 

0. 1»-».Meenforte(2l 
G4U Klondike 

gj: Cm 

G41 Game- tump 2 

G44. S E U CK Game. 

GJ* Sate Garnet C.itnp 

<i4h GameiCeimp I 

G4» Ravi Game Divk 

049 GamevComp J 

(■Ml OamevCompf' 

USI-SX.-timlinif'-'l 

« 1 Jelnie 

tB&.jQmk And MN 

GM. MiniMau 

OS 7 Lomci ((line 

G». G«me.tomp7 

OSB ..Game" v*»nip * 

GAD PnmPtimfhirmei 

Gnl Caveiunnei 

Gb2 . Ceyiaal C«vemv 

Ghl-Jnlatt 

GM fclrm.ilK»me 

Ghn I rmmmeimh 

Gbfi- DnwnHill Challeniie 

G67..UmeSTI'on» 

f M Patannld 

Cin-I l>d(glct 

070 .awin«Jt* Death 

G7I PlrawiVlevTrrawre 

G?2 5eteiie2 

G'.V .C«le> 

G?4 Dvnomiie Dick 

G'S -Cild Games I 

G7o .Wim'tUucd 

G'7 Gnnvth 

O'h Skale 

079 Am Ai* 

CM' Njp.vleiinii Sim 

UBI I'..-, i I 

0x2 Umam 

OKI lemimnft Paik 
fjv4 Sue Trek S fc UI" 
0*> .Lenn- 
ox? Malthed Pairs 
GJW Snake PI 
GW 7eu« 
QM Bli//aid 

rheMaveOame 
094 Sufoulliur 

i-'- II- I .: i ■■ ■ 

G97-.Srmoiuui 
(eW . Holy Grail Adsenluie 
Olm Annrtfuimlnip 
GIOI Qa%« Cwnpl 
GICO. CanlCiamev2 
Ola*. Stipei SkiaUdull 
GIIU Giund Pn> Sim 
Oil*. C.*i>eWHConoki2 
GI07 . Mitv»a\rUid2 
GIC*. Nrtiamc 
GIIO Tnrt. - The Turn 
-i ■ i m ... Slide 
G 1 12. Garnet Cxrnp 10 
OII.V III.. ' l i. • I -'■ 
GII4. Dunf«ont>IMadrii| 
fill^ Amiga Column* 
G I Ifi RoUieop In (rati 
Gl l7_MiHain ( 'nmeh 
GI20-l22.W«r|ivk|.i 
GI24...Bun Simpvm 
C.I2A AoA«5 
GI27 .BieakiKil ("itn Kii 
GI2N Pipeline 
f»IN Duns (H Ihimlian 

01. '2. .Peler. Ijuttl 
GLI.T.XimTiA.1 
Gl M. PipenJei 
GIN DonrToDnw 
GI4) SiilidOuad 
OI4J i . 

Ol J* Mnvitn X HuiU I 

0I4B Tal.7.1 

QI47. ..Wart In Woihhilaol 

GUH SuuanKevm#e 

GI4<J Skv HeN 

GI.K> We«Bea.ei 

OIM -Aiimarua 

OlW .Wli-td WttM 

GiM T-iullv l-hunk Ouif 

OI55.Chw.V30 

GIMi.Smaih Telly 

O I. w Billy Ihe Ihagim 

GIMI I-Chine 

GIM ft-Type 

Glfi2-.TomCal 

Glfil Sea Ume 

GlrVI ..DUix Dum>«kb 



Glft> NoNUn.land 

G If* Wi.nl Stiuare Suhci 

GI67_CniwHnr 

Ul(*> Waueland* 

OITfl. Spate Bhu 

GI7I^CWj Sur 

GI72. Make A Break 

OI7> S.pan«i| c 

OI74. P I Challeiige 

0175-IXhcllo 

OI7JI KvilDr-dC-na: 

0I7M. Ttainvei 

0IWH1I PComp. 1*2 

OIM2 Ihph-iuty 

GIB.1 

GIM. . Mi. - Duel 
GIH5 Oamr B.i, Telil. 2 
GIHo WaterW.uk. 
Gir7...AtHM War 
OIK* MiHainv Garnet 
GIXO.I11 Tlmekmlv 15 
0194... Nirvana 
GI9VI9h Nei|hh.Mr*(2i 
GI97 Ameohn ln>«dei> 
i I 1 ", i. ... n . Teiriit I 
OI99 Tefrrn 
C.2f«l Bankxart • 
O20I -Dl Maliu 
OTJU Avhidn 
G2QS i heai»l>di2 
G2fm . Cheah D»k J 
<12IW Aitp.iil 
fi2iN I RA.C 
O2I0 . The Gr4den Hevit 
G2II leeerolnl Imhia'i 
G2I3-2I4 ttmelnid.ll-8 
02l5..Amot Garnet 1 
G2lh -Super Sul 
G2I7 . 1.ifht Bike. 
(I2IK Kd-ye. 
G2 !•> Air Hivkey 
GI20 Arm* Ch-Mfjuu 
0221 .Te»asrhiinva» 
G222 Ritulene 
022.1.-PreTi«er lio 
G224 Thrutt Duel 
G225 WihhleOidU) 
G226 Surrr l\mg 
G227 hull Salad 
OCT.. BnlnrKM 
0229 leopard 
02.U1 Spu.r In v am in 
OP I .. Kanie Worm 
02.12 . Supn leafue M . . 
G21I l"D( liy (imp 1 
02M.Ci4.«<Clui'UCt 
02.15 Ha-llrOIHrii-* 
OJ'fi Supe' Tviinin 
02.17... Cwle 
02.1X Nuniiii-nOnl.) 
02W Kuni Im Charte. 
024: Miem Market 
0241 Bload Runner 



SLIDES 

SI Hum IV. Show I 

54 Stadtnna dklet 

55 MtivievMf .Inlet 
Sri Party Dtwuer 

S» ImnutuUe Colkit"* 
St SimfH.*. Sluie. 
SIO-II CluniH>l43(2i 
Si: Brute \xt Slide. 

514 Adam. I amity 
513-Vl/Ma* Sl«kt 
517 .Dmklandv lam- 
SIR- Di WholVmo 
520 Natu Slide. 

532 *4 WWI Slide. (J) 
S?7 Dem.ot Slide. 
S2H . Ttaal Recall 
139 .W.Shde. 

• I..'. Pit. M- - ' 

ITT rniganiw Slide. 
S.vJ..BoDer Dean >lide> 
SM -lion MaaJcfi Slide. 

515 m Ti*iiatHiihler(2i 

h.i.i.1. .- : 
S59...EM. Slide. 
SJ(1 Krutmn IVvme2 

'..i i Devine I 

H2 ..Golem. Gale MtJe. 
S4.l...Chaintav> Slipper. 
544 ..Cry he Dav.ii 
S45 -htayoiion Realm. 1 2) 
S47.KkkOfl.Hlkk* 
S4X ..PD Slnkihiv. 
S49S1 Teimiruli-; (41 
S5X.«on»enp 2 Side. 
SM ..TracknuMer Slide. 
S55-J-1 H(i aim Realm. J 
S5A fiaifiekl Side. 
S57..P*»n6ii*ci Slide. 
S5.1 llellmi^r Slide. 
559_Nif hi Bieed Slide, 
vai Kavliatin* 
SOI- Hum- Slide. 
S71I Slu«.lr Mama 
S7I .Creatun- Ceaitlrai. 
ST2..Trv Wonder Vear* 
S7.I Watervhip IXh»b 
S75 Ixirari MX PW. 
S7h.. UeknilaCmhvIe 
S77. Cher Slide. 



S79-. Freddie-. Dead 
SHI) W endv lan«% Slide. 
SKI -The InuuMe World 
S*2H.' TermirutiB 2 f 2| 
S»4 hanlaiy ISc. 
S«S Gulf War Side. 

sras \i . . . . he* 

S»K OultWat Inhute 
SX^W.S/IhinanjiyOl 
SHI t ldirado Slide. 



VMMS 

A I PniU- Seuuriice 

A2 Of—a Pi. 4 

A3- Jospt * Mafician I 

A4 - I • r . ■ 

A5 f rattal hlijehl 
An BadielKill Demo 
A*. Walker Demo 
Asl Mayxan 2 
AIII.Pub. In Spate 
All. .Luxor Tewnajei 
\ I i lurrici Demo 
Alfl CauCouirar 
AI7- S|ooo Cycle Anim 
Ala . Rnhvop Anim 
A2ll-Mavlie.li On Whfrh 
A2I. Juyelle 2 
A32. Shutlkxnh Anim 
A21- T-Pin Anim 
A27 Heel Mamu.ie 
A2X.-BilltardAnlm 
A39. E/Pnte Un.ei Dock 
AW.. Stomal. 2 Anim 
A O Siar Tiek Anim 
A.12. l-raiion rrvenpe 
A M Madiaina Anim 
AJ5. Stealthy Anim. 2 
Aid. Raider. Of The IVAlk 
A37. Btif- Bunny Shoa, 
A'K Iraq V. UK Anim 
AI9 Mike [yuinanim 
A42 .Wafcri 2 
A4.V Walei 
A45 4n_U»rnCvek 131 
A47 K.|«-idinirllr.»l 
A4«.-Polite Cae Qu*r 
A44 Top Gun Demo 
AV) .Animator. Demti 
Ail 5Wa>.T»ktllaM.4e| 
A52...An«he«5Wa). 
A5' Batman The movie 
AS4 . .Ill Spatchip 
A5S Mi PiXalollead 
A59 It— Loci Hifhl 
AM Ann V .Walkei 
AM Reai Pinhall An.m 
A6n.Pu>ky Pie Amm 
A67 Advcnluie.Of Chutl 
ATO-TI Ma.lh»idi»ei2> 
A71 ..Spaie.hultle Anim 
A74 ..Ghi>drnrtiei» * Hot* 
A7h Alaim Anim 
A77_>1i»»n Anim 
A7H .PunoAnim 
A7W...l)an Anim 
AXfl Bad Bird Arum 
AMI Holiday Amni 
AS2 I ilk* The hnJi 
A»5...Mu*m Anim 
Anti JS«;kel Wm.lt Anim 
A9I.9.' The Mm nt. 2 1 4| 
A95.-M. Tinl.^ 
A9A r .T 'pia 2 Anim 
A9" Teiminattu I 
AIIXI Iktlph.n Dream. 
A I II I ' 1 03 . iTiunderhlrd. < 2 
AI0.1 lliuoey nl Amy 
SIIH Pn(i. Ammi:Me|i» 



im ( \ i ion 

bl..fcdut4tionPartl 
K2 .Fdutalion Pavk 2 
1.1 I'alucaliiin Part 3 
K4 hlucatkm Part 4 
IL« tJunnin Pack 5 
tft kdutalion Pack ft 
hi. .Educational W.rfld- I 
LK lilucalional Game. 
L« Malh Doll 
LIU Amifa iuntiim Cum 
li 1 1 ...De»«an* fal Cmnn 
1.12 Sinnm Sav- • S Mullo 
I I I . K-l. Paint 
fcl4 Stiayland-' 
EI5 . Colour II 
El*, Colour The Alpfuihei 
HI7..JJ.TP. ForChftdren 
HIS. .Alaeta-a 
HI9 ..Ananuvtaiii 
I '2H Aninuf land' 
1:2 1 Animal S.mnd. 
K22 Miliiary Wai Si-and. 
112 V Vehicle. S-mnJ- 
12*25 Read*l*:anill*» 
1120 Junior Malh. 



BOULDERDASH 
COLLECTION 1-8 

C%LKT rut rt'ivm. 
vtatw vr trm tve »wt. 
I PACKS UJ. 



CI.R I.ICKM'KWARK 

r«r tfw 

'It.. |rfUrvUDi>i>>ia>a k mHi l |u^u*va.lraaM I..— 

•'•mi )««iit*> 

• LIJ : hiDIULV »»i . i— « M ra m> ta r- 

n»- :atup*« 

ilf|.«-»|.«n>4l... *.."-»^«.-*W— 
MlwltMI«ll*fcKB*ia«l t li'iia.i-i«*«Ca.»-a.. 

Hit* HHWVmii(Mi*ffitiViitj»i»B»-inm 

aaM* iMD* 
Mli*Mlllht\VIWin«i*»«*.Crtr.^B l .-laai*aM» 

tiiiMnMBiMO* 
.iji'IU.i»>iiiiiMni;:w*u-4a»jia,'ii(".i 

ta. n« 

iUi>\H:HIWI ..onto u^MKn^xauaf 

■pntarh IMHI 

■ 111. «inlft . LUXXTaB ■ Wfta pa H i a I «W> I M l'% 
□J «IS!iillt ltV.I>>w<n inn-ail*- IJa<U* 

ni.iuriUji.MUf*. witmbimaw 

nwn-.': .MCI* 
m i.-iinifll llMlT"-ai«.fcr>"«-ar.=- laatm 

mW-JUllinir.-fti-i."-™- l«rHr«. 

Mi«arw*> *a0» 
.||i||nui.llar.wnab>v'0"l^ir l *itt> 
ill •MMIUK«-.a...«r<t*aa>-«a,«^i.M*ni*al 

-aMHaatllji 

ill i| krtf.St*fjQI 117*1 fueaa i*«i>» r>. r"«J* 

i*antii :a*liU* 
iii.'liilv.iMUh.it'ih.-. aait.Ii 

1 |i..*llUI»llRH I*.— .nT-.«iW.M»r.k*.rj.k I 

MtU| 

at-rm nun i»-tu>i*iri 

141.1 

n I >M mm* •.-■i*p|v..«r *..**»■ itao. 
i'i: IH.vi^^™ )w *»a M ™m.-».«ki IMOXi 

■ u < HI* 1 1 1 1 W. I l«n - im n*> «■ -a -» a • i»m» 

•t iMdii 

. . • ■ CIMH IH I K*t.l U J Mr . *t-nliraa»-aira<P 



aajkfw i*a>0* 
i t i k »i i« u msi; l-p *. - h *» . 



l o.»- r a>. l Ni 



mx—MKif >• ia- 
uWkilakiMiilMi 
aa*-a.«*aH haa •alia. I M 
■i'in'.. " 



OC^OaWl i ItMI UI ' f « ^ rtr- 

MD5B 
i'jv.»*trn«ia*.Tr . «r. 

tlta 

<liriAI.I.t-^**.Ta« J« 

0 * 

lujnximiflMTi 

i t'.rBBSliaTnM»M> 

ex 

i ■ i rlL mt HU >^fx> a >>a-a*>*(->a a >. o^icK. 
_.m ■ a» 0 1: 

•III I .BUM IMHV. IVtP I lU.*, (.*•- ■««•; U>< •> m 

•itmjifa. IfaUWI 
i I llltt»l>ill*IIIIIIIHu.i-»'ii-*vi*i»>*Wa* 

■**■ laaaifHI 
i'.ii. ^i*l>«vl nnl «aiu««-*wi««bin 

*"ll"Hl" 

I U" W « U ■1.11*1) . — «i«.i«w 
lU'ilal imiui HIM i.-.mu»ai<m:tM*lt» 

i )i nr. mm mtmimuia i, 1 1 > ji i. i.i'u 
. tl i.|Hi*n I..IMUI**).. . r. .•»>.•_••.« taun 

Mlmil r-.. r -< "tl ;aa,U.*i 

oiumiiinj unM«r.i.*^H-« «>".-*— - 
4^Bw*>>U*aa.iiadaiaa 

iTumri 

OIM itwumiiivuf -■ -l. m-« 1 44 

U 

m«IMI*ltUliiHo«aa<"i<luiil«i ■«i'*J 
a i . . h rpx. n lul l>n .>■> * < pan. .a (> I la ['.« 
(liXX«4Uuni>Maf,i^nurab*akaa IMD* 
hi o.i.cav i4iUliu«a*ian 1M1K1 
nivmo *> >»» » •» aa« 4*4» nan 1 4a (i »i 

{ 1 1 at tl*Ml V.„ h ..-.-> aa> 1 44> U • 

(lia.-|»I.*»Mli:. — «aa.Uu».n-«- :a*.H*l 

-V ■ nmii oua.in-.! ■ ..nmaM.«*-"U 

UMM -1 - i « 

in nil *i* • 
DM 

nt :>■!! tiwrinmiM i >aunj>(ai*fi.»Mi."-< -n. 

uvBa iMK 
ell -i>c^--oi.a.a», 1A4 no 

til i«Mkl1*l»nunUte-l-.r«i-.-rti™ I4U 

II > Uriail^imnl. ..IDI..I. ...L.'' 
IH ilaOta.infN' o mlevaliv aaiiV 

Ot"U»f«*I*t»nWi-a.w-»U lm«t. 14a 0* 
aLiumin>mit!*™i^i.««ioiiN — i*«o» 

O'. IIOaXntltirknMiMauUNrW lUtU 

O « I l*ll*»ni" MM. ijir. aiiiBav.-r'a* I" 

u 

41', !: niOHl HU1M »* ou -w •■ *>>'| ** l*«a 1 44 !■ tt 

ili.VHIlHiU tM4i>caaWqnu't«n <(*lP)l 

tl l ^ r4» *.*nMP0n cunt-Wo *■ .. »U aaaaaia*. I ta 

. I»» 

,t 1 :iBniiiiM.*i*iaii«iU'i-^ro*»ua»»u«. i 

11 -imntJTtll l*r*raal*lll.l.r,-niiuitaHDir*Ma 

■afUBBlaahHl 
(ii^utiiwia>k«rwi< 



r IT 



ion l»ol<V 



Ill' MXUBv.-o.- 

. I. lull !■*!> ■ 



CIMU 

iuiiii t> Hfttt ■ aaLK 
irlUa rMKn ■ , .. . • . l 
Wii'ni».% 1 .-m..^".-.|" 4-0* 
li(*a immi i .". .ViW.m.1 »i*,.i,i It r..,^ 

mm raara.it* « « ^ ... n.. « tm 

tm 

On rfJIinunn* i.a-*.«m,™p* I A*o»C*a 



I II IV I- la— mi *a n M i W IV* 



i rof§2«mm 

i iMUilMIH II irnO.i ••"•(*<'■•• •iif»«> l»» 

04 

IUIUillllli:..li.li|fi*i-»>Hw l«|l« 
tif.' Uil>IM»lfTVi'-^. » .'i.rml.-.J.i. 

•nvlMIUI 

llli>.l||lami»«a*wla.wU^aa<tVi*LlawiJt4 
lli..ril4BtAii. 1 a, J ,,» r .»r- r «.^«M, 1,4.1. *> 

t'.r, mnn «uiUa»u>ijj»-,aM.-)i.pr» latltl 
'mifflitmriiiv,! n.Mroir ( n«mv..a» 

atfin 

Hi, l*iaUMP>viauiUi*N.>*..tin r a>>>«aM*ac 

■■III I I tall-** 

■ li; -***»*• ria«««»:."l.i« -iiu. i ti.i 14 

OH 

li'. 1 *niuii«*n v*u.uit, u*i*a 

■I II taJI K mil . » .1- M a. ta- ttw*m 
jU.-Cil*.n ItaH-** 

ni:;luMurtMUiii>4|>-^-r>iH>> «••.(- • i.' M 

I Man 
■ipatri 



in 

Mi., •itatiu. 111111*1 vmivn-t 
Mi,:ii4.i('i*t"i*nrmV'- -.- 

• •...t.-^ laatui 

(ICXUII U3Mi t^Mc iuv>t.».<ni IMH** 

i n wuirt iiaam u»»*'wa. t«*ii*i 

iir>»IU»miNA*JJ*mitr.i> a-n».a-« •.«*. ' [**-- 

■MftMitaiili 
orxio BFllia*m«™iij™»(i. ii I ma IM 

OM 

m MflliUU '.*r li^-.-. t<~n.* wi wis un ita 

0*» 

CU " t»nu>kt •at'***- -■*-».• -a 

WtiaaOS 
0 til Mlt ttCKIB 1 Tata*lafaai p* 1 44 P « 



A 
S 
S 
A 
S 
S 
I 

N 
S 

1 

T 

0 

1 
4 

2 

N 
0 
W 

I 

N 



RAVE 4 TECHNO PACK 1 
ORDER HQ: P01 
DANCE IN BTVLE WITH ALL 
THE LATEST RAVE 1 TECHNO 
BOUNDS ON THE AUIOA 
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ASSASSINS PACKS 
£1.60 EACH 

rn DISKS ElOSO^So 

30 DISKS anSQ'ptp 

•K DISKS EK.50.p4ti 

54 OISKS £4350*pftp 

70 DISKS V,-e'.3 



ACCESSORIES 

MOUSE HOUSE - 

MOUSE MAT EZJO 

AMIGA MOUSE™ — _-EMJJ» 

10 CAP BOX- 

A5OT COVER _□*» 

ASM COVER E3.99 

A'KIO COVER — . 0.99 

3.5"OSOD T5K5 CC.59 

HOWTOfl S r AN0 G12.93 



HOW TO ORDER 

All you need (o do is put Ihe 
numbers ol the dtiks required 

and tend it to the address 
Below along wltTi a cheque ot 
PO made p.i ynble to 
OfSKOVEflV 
Please don ( lotgoi to include 
the conect pottage to ensure 
speedy delivery 



PJ?ICES 

rg._nK*--- ' 




WOT NO SWITCH 



[PISKOVERY, DEPT (THO), 108 THE AVENUE, CLAYTON, BRADFORD, W YORKS BD14 6SJ J 



A'?0D 
UEuRAClES 
NOW W ONLV 

C1 50 each 
MOST D;SKS 
WILL WORK. 
NOW 




Tips come and tips go but some are 
timeless, much like this month's offerings. 
There are fabbo player's guides to 
Liberation and The Labyrinth Of Time and 
the conclusions of the complete solutions to 
Star Trek and Simon the Sorceror. You've 
never had it so good. 




Roll up, roll up, it's time for the biggest and most in-depth guide to Liberation you're ever 
likely to come across. Written by Tony Lazzerini, the game's producer, this players' guide 
contains everything you need to make the most from this stunning game. So get to it, then. 



GETTING STARTED 

The first thing you need to know about 
Liberation is that it's not a game where 
you can just wander around hoping to 
find clues. There are far too many build- 
ings and far too many people milling 
about to make random guesswork an 
effective strategy. 

So how do you make progress effi- 
ciently? Basically, you have to find 
someone who can give you the name 
of a useful contact who may be able to 
help you. If you are playing the easy 
level, you are given some possibilities 
at the beginning of each mission. Visit 
each location and you'll come across a 
character who can send you on to the 
next step of your search, 

If you're playing the hard level you 
get a much more complex route, and 
no help at the beginning. So the only 
way to start is find a newsagent and 
buy an electronic report which has the 
story in it. To read the report you have 
to put it into one of your head slots, 
then activate its only button. 



AAOVING AROUND 

To get to a specific location, the worst 
thing to do is to wander around the 
R streets looking for an address. First, the 
traffic will happily run you over and sec- 
ond, there are nine zones and hundreds 
of streets. 

The first thing to do is to get direc- 
I tions for where you want to go. There 
are several ways to do this. The best 
_ _ \ way is to get one of your mappers 
9 w / programmed. The manual mapper 




can only be programmed by other peo- 
ple. You can usually find someone who 
will program your mapper in exchange 
for money. If you find someone who 
offers to do this give them a credit card, 
then your manual mapper. Both will be 
returned to you. but don't forget to 
pick them up! 

If you locate a computer terminal 
(there is always at least one working in 
the City Records Office and the Library), 
program your comms mapper with the 
address you want to go to. Leave the 
building and locate your taxi on the 
manual mapper (it is shown as a rotat- 
ing white cross). 

Walk into the taxi then activate 
whichever mapper you have pro- 
grammed, select the address, sit back 
and enjoy the ride. The taxi will remain 



where you leave it. unless someone else 
decides to use it . 

The other way to move around is to 
access the street terminals and ask 
them for directions. If they are working 
they will guide you to the right location. 
Remember that as vehicles drive on the 
left you should always start out with 
the terminal on your left on two-way 
streets when following instructions. 

The street terminals follow the one- 
way system, so you will also have to 
(which may not be the shortest route). 
You might find it safer to walk below 
street level, as the roads are identical to 
the ones above, but have no traffic on 
them. However, you will meet more 
dangerous people down there. 



FINDING THE CAPTIVE 

It's a good idea to go quickly to an 
address you've been given Sometimes 
the person you were told (o meet gets 
bored waiting for you and wanders off 
into the city. If this happens you will 
have to search the locality — the char- 
acter will always be around somewhere. 

When you enter a building to meet 
someone, there are usually many other 
people around as well. The person you 
want will always be standing still unless 
provoked, unlike the characters wan- 
dering around. However, you may have 
to go through several locked doors to 
find the person you've come to see- 
Each key you find only matches the 
door with the same number on it in 
that building. If you get stuck trying to 
find the right key in a building, check 



to see if there is another entrance to the 
building below street level — the miss 
mg key might be down there. 



MEETING PEOPLE 

6 very time you start a conversation yen- 
will get a description of the mood of 
the character. Learn to recognise whai 
the moods mean, because they tell yoti 
how helpful a character will be and 
what is likely to happen if you threaten 
them. 

Shooting people first can soften 
them up (it may take more than one 
bullet), although in general it is usual 
ly better not to shoot at friendly-types 
Once you've softened someone up. 
don't fire again or it will provoke them 

Beware of shooting people (unless 
they attack you first) in pubs and police 
stations. The result is that all the othef 
people in there will rush to their assis 
lance — a usually fatal proposition foe 
you. 

Shooting policemen is always a bad 
idea because they will radio for help 
(how quickly it'll arrive depends on how 
near help was at the time). On the other 
hand, although muggers will shout for 
help if you shoot them, the police very 
rarely bother to turn up. 

If a policeman asks for a bribe, don"! 
bother — it will cost you a LOT of 
money. If you annoy a householder 
enough, or shoot at him. he will prob- 
ably call the police. Fortunately, they 
take a couple of minutes to respond 
but if you don't leave quickly they will 
come piling in through the front door 
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ious buildings. Factories have the most 
— but remember, the police hack the 
power company's computer and can 
tell when and where power points are 
being used. Incidentally, their own 
computer records failed log-in 
attempts, so if you are going to hack in 
get it right! 

You will notice that when the droid's 
talk to each other, they all have names. 
You can change the names if you want 
by pressing the yellow button (or right 
mouse button) over the info icon in the 
backpack. You have to enter the back 
pack via the drotd icons {i.e. using the 
left shift key) lor this to work. 



MAKING PROGRESS 

Although it's possible to complete early 



levels without paying much attention 
to anything other than the people you 
are told to see, much more rapid 
progress can be made once you start 
exploring and talking to people. 

Money is always a useful commodi- 
ty, so it's worth accumulating as much 
as you can. To do this, although in a 
morally dubious way, you can rob hous- 
es. Large value credit cards will usually 
be locked within the depths of a house 
and will often be guarded. Objects you 
find and which aren't needed by the 
people you have to meet can often be 
sold to a trader. Be careful, though, as 
objects found on the trail to a charac- 
ter may be needed later on. 

However, you may be able to buy 
what you need from a trader if you 
can't find it lying around. If you're short 







Blast away those Klingons (which sounds pretty painful to me) and talk yourself out of 
impossible cliff-hanging situations with this, the final thrilling instalment of The One's 
complete guide to Interplay's Star Trek. 



THAT OLD DEVIL MOON 





AH, THHT OOPKED . I i E E 
yOU FIG U PEC' OUT THAT 
10^00 . IN THE LUC R S B S E 
THREE U fl S EQUAL TO THEIR 

Sacred m u n e e f ss 




1 . Go to Ihe Alpha Proxima star system and enter standard orbit around thy asteroid 
Use Uhura to hail it, talk to Spock and then consult the ship's computer about Proxima. 
Proxtery, Lucrs. Sots, Scythe and fun with base numbers. When you've digested all this 
information, grab your phaser and beam down. 



2. After you've beamed down pick up a rock and walk towards the door Use Spock on the 
keypad on the right of the door, enter the code; 10200 (which spookily enough is the nun- 
ber 99 in base 3) and then go through the door. 
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fl C O PI P U T E F: TERHIHAL , 
CAPTAIN . IT USES THE 
L U C F: ALPHABET . I THINK 
CAM DECIPHER IT. 




3. Use the tricorder on the 
computer terminal and then 
use Spock on it. Use Spock 
on the writing on the door 
and then use him on the 
lock. Enter the number 122 
and go through it. Use 
Spock and the tricorder on 
the keypad and the closed 
door and thennip off to 
the east. 
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the'se ARE DISPLfl y«&B,M 

for-Ithe laser drill. 
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4 Use the tricorder on (he drills conlrol panel 
twice and then use Ihe box Take (he wire from 
the box, use Spock on (he control panel and 
set i( to 100. Use rocks on the template that's 
burned inlo the wall, nod use Spock again on 
(he panel and set it to 001 . Take the keycard 
Irom Ihe template 
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2 With your game safely saved you've now got lo engage (he fake Enterprise in a ho( and 
sweaty space battle Set your speed to either 2 or 3 which will, fingers crossed, make the 
enemy circle around your ship This way he's much easier to shoot and destroy. 
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p'ess tie burton 



WHAT A CARD! 

Once you have Ihe brass key, relurn to 
Room 14 and the locked wardrobe. Use 
the key on the wardrobe and get the 
cardkey and the journal that are lying 
on the shelf. The card key will allow you 
to use the teleport at the end of the 
mirror maze, while the journal will 
reveal information regarding the histo- 
ry of the labyrinth. 

The journal also discloses the com- 
bination to the lock on the door that 
leads to the tomb of King Minos. Of 
course, the combination will only 
appear AFTER the shirt has been 
cleaned and the newspaper printed and 
placed under the sign. But as this prob- 
ably means nothing to you now. we'll 
forget about it and return to the prob- 
lem later, 

Once you have the cardkey you can 
enter the mirror maze (the doorway 
opposite the elevator), To get 
through this troublesome section 
simply follow this sequence once / * 
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you have entered the clown's mouth go 
straight, right, left, straight, left, left, 
right, left, straight, right, right, straight, 
left. Morgan the fortune teller lies in the 
centre of the maze. Be sure not to use 
your only quarter in it. 

Once you make it through the maze 
you can use the cardkey in the tele- 
porter slot. After using the cardkey you 




» 




Anyway the combination is Corelius's 
birth date which is 4/8/72 

Having cracked the combination lock 
you will be in the tomb of King Minos. 
The tomb contains a sarcophagus inside 
which is a Cretan ornament. Take this 
as it is used to open the locked door in 
the Cretan palace. 

Nipping nimbly back to the palace 






Okay, now that you're out of the Goblin village it's time to venture forth with this, the sec- 
ond and final part of our complete solution to AdventureSoft's smart graphic adventure. 
Being a wizard has never been so much fun! 
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4. FROGGY PROBLEMS 
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Return to the druid's cottage. He wants some frogsbane in return for a 
potion. Go to the Swampling's house, move the crate and open the trap 

door. There's a loose plank down here so nail it down. Get the frogsbane 
\ from Skull Island and return to the druid. VoNa, you now have one 
^ shrinking potion 



5. SHIFTY SORCERY 

Go to the talking tree and use the white spirit to remove the pink splodge. 
Talk to the tree and get the magic words. Go to the ruined witch's cottage 
and pick up the broom. In the magical battle try and beat her as best you 
can. I tend to go for sausages all the time. When she loses and changes into 
a dragon, change into a mouse and escape into the mouse hole. 



3. NAFFLIN IN A SPIN 

Go back to Repulser's Tower. Use the 
woodworm on the floorboards. Use 
the ladder to get down the second 
and open the tomb. When Nafflin 
appears, 'move' the loose bandage 
and get the staff. Go back to the wii- 
ards in the tavern and they'll induct 
you as a wizard for 30 gold pieces. 






6. EXTRA STRONG MINTS 

Now it's time to 90 to the tower. Use the climbing pin with the hole and go 
up. Consume the mi n t s to melt the snowman. When you reach the tower the 
bridge will collapse UHe the broom to get over the gap and then consume 
the shrinking po ti or 



7. MY SECRET GARDEN 

Pick up the leaf, the stone and the matchstick from the bucket. On the next 
screen, get the lily leaf and use the matchstick and leaf with it. Get on the 
leaf and get the seeds. Return to shore and use the seeds with the rock to 
make some oil. Use the oil on the tap and then the hair on the tap. 



8. THERE ISN'T 
MUSH-ROOM 

On the other side, look at 
the water and pick up the 
tadpole. Talk to the frog 
and tell him that if he 
doesn't get out of the 
way, the tadpole gets it. 
When he leaves, pick up 
and consume the 
mushrooms. When you're 
back to normal size get the 
branch from the tree. 




9. INSIDE 

Use the branch fe 
down and use tfc 
Move the lever, \ 
crush it. Move* 
up again 
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12. TRULY 
SORDID 

Use the magic wand with 
Sordid and he'll turn to 
stone. Now relight the pits 
with the matches and chuck 
the wand into the re-lighted 
pits. Unfortunately. Sordid 
now returns to life and zaps 
you away. Simply wander 
back in and use the floor 
wax with Sordid to defeat 
him. Congrats - you've 
finished the game! 



THE SETTLERS 

Blue Byte 

Thanks to the large huddle ot chaps 
and chappesses who sent in level 
codes for this stonking little game. 
Hold your breath and get ready lor 
some hot love... 



Level 1 
Level 2 
Level 3 
Level 4 
Level 5 
Level 6 
Level 7 
Level 8 
Level 9 
Level 1 0 
Level 1 1 
Level 12 
Level 1 3 
Level M 
Level 1 5 
Level 16 
Level 1 7 
Level 18 
Level 1 9 
Level 20 
Level 21 
Level 22 
Level 23 
Level 24 
Level 25 
Level 26 
Level 27 
Level 28 
Level 29 
Level 30 



START 

STATION 

UNITY 

WAVE 

EXPORT 

OPTION 

RECORD 

SCALE 

SIGN 

ACORN 

CHOPPER 

GATE 

ISLAND 

LEGION 

PIECE 

RIVAL 

SAVAGE 

XAVER 

BLADE 

BEACON 

PASTURE 

OMNUS 

TRIBUTE 

FOUNTAIN 

CHUDE 

TRAILER 

CANYON 

REPRESS 

YOKI 

PASSIVE 
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Hey r you crazy guys! 
Have any of you 
noticed that the title 
PD Zone actually 
includes the word 
'ONE', as used in the 
title of this very 
magazine. Yes. I 
know. Brilliant, isn't 
it! How many other 
words can you spot 
that include the 
word 'ONE'? 
Answers to Matt at 
the usual address. 
Oh yes, and here are 
some PD games as 
well. 




SPATIAL 
HYPERDRIVE 

Mike J. Rawes 
(author), available 
from all good PD 
Libraries. 

I love a nice simple game, and this is 
just about as simple as they get. In 
Spatial Hyperdrive. you're a pilot 
who must navigate his ship down a 
horizontally-scrolling tunnel. Your 
craft crawls along at first, but grad- 
ually increases in speed until it's 
steaming along at a speed that even 
Nigel Mansell would fill his pants at. 

But that's not all. Alhough the 
tunnel starts off fairly roomy, as you 
progress further it starts to branch 
into separate narrow forks, making 
a tough job even tougher. Make your 
choice and make it well because 
you'll find that some routes are more 
demanding that others. 

You have a number of shield 
points, shown as bars along the top 
of the screen, and you lose one every 
time you hit a wall. Other than that. 
Spatial Hyperdrive is simple, very 
hectic and very demanding on 
your reflexes - but what's it 
actually like? 




Well... it's alright. I suppose. It's 
very fast and very panic inducing, 
but you'll soon discover it's not the 
sort of game you play to see what 
surprises lie on the next level. After 
all, at the end of the day flying down 
tunnels very fast is just, erm, well, 
flying down tunnels very fast. 

The action is impressively smooth 
(though the edges of the screen suf- 
fer a bit from the speedy update) 
and the control is pretty responsive 
too. The tunnels have been mapped 
out well, with lots of nasty twists 
and turns that make the tunnel look 
as though it's going to head off one 
way when in fact it's about to shoot 
off in another. 

In summary, this is a decent 'pap 
your pants' offering that has initial 
impact, but probably won't have you 
coming back time and time again 
simply because it's too samey. 




KUNG-FU 
CHARLIES 

Assassins, 



Before we begin, I feel it only fair to 
tell martial arts fans - DONT GET EXCIT- 
ED! Kung-Fu Charlies bears as much 
relation real Kung-Fu as the taste of 
chicken-flavour crisps does to the taste 
of real chicken. It's a silly game, and no 
mistaking. 

You, young man, are a Kung-Fu 
Charlie, as are all of the characters that 
appear in this game, and have been 
charged with a simple task - beat up 
anyone you encounter. Anywhere. You 
do this using a limited number of 
moves that rival even that of Bruce Lee 
{I'm referring to the old Spectrum 
game, not the actual Bruce Lee) and 
with not only a kick but a flying kick as 
well, must beat everyone off the 
screen. 

Bad guys vary from donkey-like Nin- 
jas who just wait on platforms for you 
to arrive and deal out death, to more 
agile fighters who'll pursue you ledge 
to ledge. In honesty, none of these 
opponents are worth worrying about, 
as they're all pretty stupid at the end 



of the day (and fairly dumb first thing 
in the morning as well.) 

Once the room you're in has been 
cleared of enemies, you can exit via a 
door that opens in the wall - leading 
into a similarly furnished room with 
more of the same. 

It's all pretty simple, as I imagine 
you've gathered from the description, 
but it has to be said that it's actually 
quite fun leaping about and smacking 
thick little people around the screen. 
The graphics are old fashioned but 
clear and the sound effects are limit- 
ed to a 'shmack' noise, but who cares? 
It's a lovely little time waster and a lot 
better than some of the rubbish we've 
seen in the last few months (need I 
mention the words 'Fistfighter* or 'Dan- 
gerous Streets' on these pages? I think 
not.) 
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PD PHONE HOME! 



• Darren Ithell, 36 Portia Avenue. Bebington, Wirr.il. Merseyside L63 5LF. 

• 17 Bit Software. 1st Floor Offices. 2/8 Market Street. Wakefield WF1 1DH. 
Telephone: (0924) 366982. 

• PD Soft, 1 Bryant Ave, Southend-On-Sea. Essex SS1 2 YD 



IMIBBY NIBBLE 

Assassin* Disk 144 




Yes, I know it's an o4d idea and. yes. 
I know we've seen it about a hun- 
dred times before but this is just 
such an excellent version that I had 
to include it Nibby Nibble is. of 
course, another copy of that age-old 
classic. Snake. 

In Nibby Nibble you take the part 
of a snake who. like David, can't get 
enough food The only problem is 
that, again like David the more he 
eats, the bigger he gets This might 
not appear to be such an incredible 
problem, but whereas we just widen 
the office doors for Mr Upchurch, 
Nibby travels through a series of 
maze-like areas and. should he 
bump into his ever-lengthening tail, 
will end up eating himself and los- 
ing a life. 

Each level presents a different 
food and a different layout, varying 
from standard mazes to intricate 
grid layouts, necessitating ever- 
changing strategies if you hope to 
clear the level before crashing into 
yourself. 

Where Nibby varies from the 
other numerous copies is that he 
isn't a continuously moving snake, 
with the player able to pause for a 
moment aand plan ahead, thus 
allowing a touch of strategy to enter 



the game. The levels are still under 
an overall time limit, but this little 
difference does allow the player to 
take a bit more time and avoid the 
'death by panic' which seems to 
creep into quite a few of these game 
types. 

Although we tend to attack 
games that are unoriginal, this had 
me and Dave well and truly hooked 
just because it's so beautifully done, 
with excellent presentation and 
responsive controls. The difficulty 
level is just right, meaning that after 
a couple of plays you're left with 
more idea of how to complete each 
level on your return. 

The graphics are made interesting 
thanks to the variety of levels and 
items, and the overall feeling is that 
of a professional budget game. T'is 
very nice indeed, and a definite for 
collectors of quality nostalgia. 
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PARATTACK 

Assassin Disk 147. 

Now call me stupid, call me easily 
pleased but I like this little chap. If 
you're looking for an involved plot fea- 
turing paragraphs filled with story and 
intrigue then you'd best look else- 
where, because all I have to offer you 
is killing on a grand scale. Still here? 
Thought you might be! 




In Parattack. you take on the role of 
a lone sentry who has been left to man 
his base's anti-aircraft gun. Unfortu- 
nately, the enemy has chosen that 
night to launch a major air offensive, 
with squadrons of helicopters and air- 
craft airlifting in asssault paratroopers 
whose sole intention is to blow you up. 

It's your job to destroy these attack- 
ers using the limited supply of ammo 
in you gun turret. Each successfully 
destroyed craft rewards you with more 
shells, meaning that you need to be 
efficient or else you'll run out of ammo 
before the last para has been killed. 

If paratroopers are dropped before 
the aircraft has been destroyed, you 
can still shoot the actual paras, but 
should enough manage to land safely 
they'll form a human ladder to your 
turret and present you with the latest 
in small, metal, explosive balls. I think 
you know what I mean. 

Parattack is an excellent example of 
how a simple idea can be made to 
work just by injecting a bit of charac- 
ter, with little screams from shot paras 
and decent little animations as they 
climb your walls and crash-land near- 
by. The paras themselves have a touch 
of 'Lemmingness' about them, and it 
seems that after Cannon Fodder peo- 
ple are beginning to realise the advan- 
tages of using little people in war- 
t he mod games. (Sick, eh?) 

Though this isn't exactly the sort of 
thing you're going to impress your con- 
sole-owning mates with, it has the 
same sort of 'load it up for a quick 
slaughter' appeal that Walker and Can- 
non Fodder have, only cheaper! Not 
stunning, but pretty good fun and well 
worth a couple of quid. 



DITHELL IN 
SPACE 

Darren Ithell, 

Those readers with a fine memory 
and a sharp mind will probably recall 
Dithell from a few months back 
when he ran and jumped around 
platforms changing their colours. 
Well now he's back, and this time 
he's in space. 

This game is split into three main 
types of play, one being a 'fly around 
a platformed level shooting things' 
affair, the second being a 'left to 
right shooting oncoming obstacles' 
thang and the third being a 'control 
your floating craft while shooting 
baddies and collecting fruit' jobbie. 
Collecting fruit is very important, as 
not only does it award you points 
but it also gives access to higher lev- 
els of firepower - very important for 
later levels. 




Dithell In Space can be played as 
a single-player game, a 'two players 
on-screen at once' game or a two- 
player split-screen game, all with no 
slow down in the action. Well done, 
Mr Ithell! 

As an overall product, I have noth- 
ing but praise for DIS, as it puts some 
of today's full price releases to 
shame with its presentation, 
between-level animations, sound 
and originality of style, but unfortu- 
nately the game is a bit harsh as far 
as 'lives and the ease of losing them 
all very quickly' goes. 

During the main part of the game 
(i.e. where you move around the 
platform levels shooting aliens and 
picking up fruit) you're flying with 
the aid of a jetpack which isn't 
incredibly easy to control which, 
when coupled with the aliens' some- 
times unpredictable movement, can 
lead to lots of bouncing into baddies 
problems. 

All said and done this is very, very 
impressive, but a few problems with 
the controlability of the main char- 
acter let it down. I was lucky enough 
to get some level passwords, but I 
fear the paying public will only get 
to see a small percentage of what 
the game has to offer. Brilliant stuff, 
none-the-less. 
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CDTV? 

We haven't heard about anything 
for the CDTV for many moons now 
but I thought you ought to know 
about a compilation CD from 17 Bit 
Software. This is the follow-up to 
the 17 Bit Collection, and contains 
over 600 of the best PD games 
ever, including all the Assassin 
compilations. It also features a full 
index and file search system that 
can be used for this and the origi- 
nal collection. 

17 Bit: The Continuation Disc 
will retail at £19.99 and is avail- 
able from the usual address. 




To Target 
enthusiastic and 
dedicated games 
players in the 
Amiga market 
Call: 

Michelle Gardiner 

On: 

07 1 972 6700 
Extension 2435 
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ACID SOFTWARE PAGE 39 

» 071 482 4066 

DATAGEM PAGE 75 

» 071 608 0624 

DISKOVERY PD PAGE 89 

tt 0274 880066 

ENTERTAINMENT INTERNATIONAL PAGE 15 

« 081 343 7337 

E5P PAGE 69 

» 0702 600557 

GAMETEK PAGE I.F.C. 

» 0753 553445 

INTELEK PAGE 13 

KTS PD PAGE 9 

« 0702 542536 

KOMPART PAGE 28 

« 0727 868005 



MICROPROSE PAGE 21 

tT 0454 326532 

NJH PD PAGE 106 
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OCEAN SOFTWARE PAGE O.B.C 

« 061 832 6633 

ORION PD PAGE 106 

« 091 438 5021 

RENEGADE PAGE 17 

« 071 481 9214 

SILICA SYSTEMS PAGE 81 

» 081 309 1111 

SPECIAL RESERVE PAGES 10 & 1 1 

» 0279 600770 

THALION UK PAGE LB.C 

tP 021 442 2050 
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Dept T01 
14 Ouston Close 
Wardley 
Gateshead 
Tyne & Wear 
NE10 8DZ 
Tel: 091-4385021 
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UK ORDERS 75p 

EUROPE C2O0 

WORLD T!4M 



Please make cheques with Donkers card number 
or postal orders payable to "ORION PO 
All orders despatched 1st class same day. 
• = ASOOWAeM compatible ( J=Number of disks 
* - Thi* program is only WB273 compatible. 
Y - A1200 Compatible 



Business Pack 1 
Business Pack 2 
Utilities Pack 1 
Clipart Pack 1 
Clipart Pack 2 
Clipart Pack 3 
Clipart Pack 4 
Games Pack 1 
Games Pack 2 
Games Pack 3 
Games Pack4 



n 200 utilities Pact 
AGA Slides Pack 1 
AGA Slides Pack 2 
CG Fonts Pack 1 
CG Fonts Pack 2 
Adobe Type 1 Pack 1 
Adobe Type 1 Pack 2 
Colour Fonts Pack 1 
Colour Fonts Pack 2 
Colour Clipart Pack 1 
Colour Clipart Pack 2 




MAY 1992 



JUNE 1992 - SOtD OUT! 
JULY 1993 

ON THE DISKS' Playable demos of Red Zona 
and Galactic plus FIVE complete PO garnet: 
Battlement* Dragon Tiles. MegaTron. 
Omega Race and Hollywood Tnviat 
WIPPED! lotus 3 Wing Commander and The 
Carl Lewis Challenge! 

REVIEWED! Lure of the Temptress. Monkey 
Island 2. Ishar. Striker. Championship 
Manager and many more! 
TIPPED! Player's guides to Parasol Stars. 
Epic, John Madden Football and Eye of the 
Beholder 21 

PLUS! The One game* challenge! 
AUGUST 1992 - SOLD OUT! 
SEPTEMBER 1992 

ON THE DISKS' Playable demos of Premiere. 
Tiny Skweeks and Match of the Day. 
Flashback preview and three PD games: 
War. Nebula and Croak! 
WIPPED! Second Samurai. Flashback and 
more on Frontier- Elite 2! 
REVIEWED' Premiere. MegaTraveller 2. Guy 
Spy. Fascination. Beast 3 and many more! 
TIPPED! Player's guides to Graham Taylor. 
Civilization and Fire ft Ice (pt 2) and the on- 
going solution to Monkey Island 2! 

OCTOBER 1992 

ON THE DISKS' Three disks this month, con- 
taining playable demos of Assassin. KGB 
and Flreforce plus 2 PO garnet) 
WIPPED! The Chaos Engine. Legends Of 
Valour and the final instalment of Frontier! 
REVIEWED! Putty. The Humans. Aquatic 
Games, Lotus 3. Zool and many morel 
TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete solu- 
tion to Eye of the Beholder 2 and the last 
part of the Monkey Island 2 solution! 
PLUS! Those end-game sequences revealed! 
Westwood Studios interviewed! 

NOVEMBER 1992 

ON THE DISKS! Demos of The Chaos Engine 
and Lionheart plus five PD games! 
WIPPED! Street Fighter 2. Gunship 2000, 
Darkmere and Desert Strike! 
REVIEWED! Wing Commander. Road Rash, 
Legend of Kyrandia and many morel 
TIPPED! Complete solution to Hook and the 
second part of the Beholder 2 solution! 
PLUS! Sensible Software interviewed! 

DECEMBER 1992 

ON THE DISKS! Playable demos of Sensible 
Soccer VI. 1. No Second Prize. McDonalds 
Land and Creatures plus a preview of 
Street Fighter 

WIPPED' Superfrog. Star Trek and WW* 2! 
REVIEWED! Legends of Valour. No Second 
Prize. McDonalds Land, BC Kid, Nigel 
Mansell, Lethal Weapon and many morel 
TIPPED! Guides to Zool and Wiikid plus the 
last part of the Beholder 2 solution! 
PLUS! The A1200 revealed! Richard Mr 
Music' Joseph interviewed! 

JANUARY 1993 

ON THE DISKS! Psycho Game - a complete 
game specially written for The One by 
Bullfrog - along with playable demos of 
Gunship 2000 and Dalek Attack plus a pre- 
view of Archer Maclean's Pool! 
WIPPEO! Microcosm and Dracula on CD. 
Dune 2 and Superhero! 
REVIEWED! Indy IV graphic adventure, 
Street Fighter 2, Cool World, KGB, 
Waxworks and many morel 
TIPPED! Guides to Wing Commander, the 
start of a complete Legend of Kyrandia 
solution and a complete solution to Dizzy 
Prince of the Yolkfolkl 
PLUS! 1993 previewed! The One awards! 
Stunning Dave Gibbons coverl 

FEBRUARY 1993 

ON THE DISKS! Playable demos of Oarkseed, 
Universal Monsters and Superhero! 



Being a person of discerning taste you are no doubt a 
regular reader of The One, the bible of all that's tops in 
the heady world of Amiga games. But even so there may 
well be embarrassing gaps in your collection. Maybe you 

didn't start reading The One until recently, or perhaps 
you didn't start reading at all until recently or maybe the 
newsagent simply ran out of stock - in which case why 
didn't you place an order? 
Whatever, here's your chance to fill in those gaping 
voids in your magazine-related life. Below you'll find 
listed all those lovely issues of The One stretching back 
to May of last year, complete with detailed descriptions 
of their contents. Be warned that many of them have 

sold out - we're just so damn popular! 
To order fill in the coupon below, write out a cheque or 
postal order for the required amount and send it to: The 
One Back Issues Dept, Tower Publishing, Sovereign Place, 
Lathkill Street, Market Harborough LE16 9EF. 



WIPPED! Space Hulk, Chuck Rock 2 and 
Ambermoon! 

REVIEWED! The Chaos Engine. Dragon's Lair 
3, WWF 2. Darkseed and many morel 
TIPPEO! Player's guides to Street Fighter 2, 
Senslsoccer V1.1, Sabre Team and Flreforce 
plus the on-going Kyrandia solution! 
PLUS! Commodore's ex-boss Kelly Sumner 
Interviewed! 

MARCH 1993 

ON THE DISKS! Playable demos of 
Superfrog, Flashback. Prime Mover and 
Woody's World, plus a complete PO game: 
Oblivion! 

WIPPED! Liberation: Captive 2. Woody's 

World. Ishar 2. Blastar and amny more! 

REVIEWED! Body Blows, Lionheart, 

Flashback. Transarctica, Walker. Lemmings 

2 and many more! 

TIPPED! Player's guide to Legends of 

Valour, complete solutions to Indy IV 

adventure and Future Wars and the last 

part of the Kyrandia solution! 

PLUS! Ten good reasons to buy an A1200 

nowl Dino Dini interviewed! 

APRIL 1993 

ON THE DISKS! Playable demos of FA 
Premier League (collector's item!), 
Abandone Places 2 and Beavers, plus two 
PD games: Transplant and PacMan Deluxe! 
WIPPED! Batman Returns. Cyberspace, 
James Pond 3, Lost Vikings and many more! 
REVIEWED! Superfrog, Arabian Nights, 
Chuck Rock 2. Abandoned Placet 2, Desert 
Strike and many more! 
TIPPED! Complete solutions to Oarkseed, 
Dragon's Lair 3 and Indy III, plus the start 
of guides to KGB and Bill's Tomato Game! 
PLUS! X-WIng on Amiga revealed (but it's 
actually an April Fool's joke). 



MAY 1993 - SOLD OUT! 
JUNE 1993 

ON THE DISKS! Blaster!, a specially-written 
full game for The One, plus a playable 
demo of Nippon Safes and two complete 
PD games: Alien Bash and Tractor Beam) 
WIPPED! Bubba 'n' Stlx. Realms of 
Darkness, Innocent Until Caught, 
Maelstrom and many more! 
REVIEWED! Goal!, Super Cauldron, Ancient 
Art of War in the Skies, Legend 2, The Lost 
Vikings and many more' 
TIPPED! Player's guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solutions to KGB and Chaos Engine! 
PLUS! We tell you how to get into the toft- 
ware butinets! 

JULY 1993 - SOLD OUT! 

AUGUST 1993 

ON THE DISKS! Trex Warrior, a full game 
from Thalion written for The One, plus a 
playable demo of Ishar 2 and Snakes and a 
complete PO game: Wibble World Giddy! 
WIPPED! TotalCarnage, TFX. Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many more! 

REVIEWED! Deep Core, Sim Life. Whale's 
Voyage, Battle Isle '93 and many morel 
TIPPED! Guide to Dune 2. Gunship 2000 and 
Reach for the Skies, the Abandoned Placet 
2 complete solution continues while the 
World Of Legend solution starts! 
PLUS! The C032 is unveiled! Arnie's raw 
deal! 

SEPTEMBER 1993 
ON THE DISKS! Playable demos of 
Overdrive, Bubba W Stlx. F117a Stealth 
Fighter. Deep Core and Suburban 



THE ONE BACK ISSUES OFFER! 

Please send me the following back Issue(s) of The One: 
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I enclose a cheque/pottal order made payable to EMAP Images for £ 
(Rates per magazine: UK - f 5.99; Europe - £6.50 Overseas - £0.50) 
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Commando! 
WIPPED! Last Action Hero, Micro Machines. 
Alfred Chicken, Theatre of Death. Seek A 
Destroy, Oscar and many more! 
REVIEWED! Soccer Kid, Hired Guns, Diggers. 
Premier Manager 2. Yo! Joe!, Blob, The 
Patrician and many more! 
TIPPEO! Complete player's guide to 
Syndicate and War in the Gulf, a complete 
solution to Transarctica, the start of the 
Ishar 2 solution, the ongoing Abandoned 
PLaces 2 and Worlds of Legend sagatl 
PLUS! More CD32 info! 

OCTOBER 1993 

ON THE DISKS'Playable demos of Space 
Hulk, Alfred Chicken and Burning Rubber! 
WIPPED! Mortal Kombat. Elfmania, 
Evolution, Wonder Dig, F1 and many more! 
REVIEWED! Space Hulk, Jurassic Park, 
Overkill, Micro Machines, Alfred Chicken, 
Blastar, Disposable Hero, Burning Rubber 
and many more! 

TIPPED! Complete players' guide to Diggers. 
Beastlord, Wibble World Giddy, The 
Patrician, Goal! and more of the Ishar 2 and 
Worlds of legend solutions! 

NOVEMBER 1993 

ON THE DISKS! 3 Disks again, featuring 
playable demos of Uridium 2, Hero Quest 2 
ana Seek and Destroy, along with two com- 
plete PD games) 

WIPPED! Body Blows Galactic, King's Quest 
VI, Rally, Rise of the Robots, Seventh Sword 
of Mendor and many morel 
REVIEWEO! Brutal Sports Football. 
Cardiaxx, Donk, Frontier: Elite 2, Qwak and 
many morel 

TIPPED! Hired Guns, Alfred Chicken (part 
one). Space Hulk (part one), ishar 2 (part 
three) and many morel 
PLUS! The programmers talk to us) OMA 
Talk to us! Find out how we make The One! 

DECEMBER 1993 

ON THE DISKSIPIayable demos Alien Breed 
2, Brian the Lion and Bob's Bad Dayl 
WIPPED! Heimdall 2, Reunion, Theme Park 
and many more! 

REVIEWED) Cyberpunks, F117A STealth 
Fighter, Cannon Fodder. Allen Breed 2. 
Body Blows Galactic, Liberation, Magic Boy. 
Perihelion, The Settlers and many more! 
TIPPED! The end of the Ishar 2 solution! 
Body Blows Galactic, Alien Bread 2, Space 
Hulk (part 2), MASSIVE Frontier players' 
guide, the complete solution to The Secret 
of Monkey Island and many more! 
PLUS! Find out how they make Games 
World Live! as we spend a day with them! 

JANUARY 1994 

ON THE DISKS! Galactic: The Xmas Remix • a 
complete game from Stavros Fasoulas - 
plus a demo of Zool 2 and a complete 
A 1 700 only PD game! 
WIPPED! Universe, Cool Spot, Dennis & 
Gnasher and Heimdall 2 Part 21 
REVIEWED! Mortal Kombat, Zool 2, T2, 
Microcosm, Bubba n' Stix and loads mora! 
TIPPED! Player's guides to Body Blows 
Galactic, Combat Air Patrol, Jurassic Park 
and bundles more! 
PLUS! The programmers of Liberation 
speak! Massive preview of EVERY game 
scheduled for release in 1994! 

FEBRUARY 1994 

ON THE DISKS! Playable demos of Beneath 
A Steel Sky and Super Methane Bros! 
WIPPED! Skeleton Krew, Zeewolf, 
Magician's Castle, Out To Lunch, Super 
Methane Bros and Heimdall 2 Part 31 
REVIEWED! Cool Spot. Brian The Lion, Seek 
& Destroy. F1, Castles 2. Simon The 
Soiceror. Campaign 2 and many more! 
TIPPED! Mortal Kombat s finishing moves 
revealed, the ttart of complete solutions to 
Star Trek and Simon the Sorceror, secret 
spell recipes for Wli 'n' Liz plus much more! 
PLUSI Exclusive news about Rebel Assault 
and Day Of The Tentacle on CD32) The One 
team star in their own computer game - 
Snackoramal 



Please allow 28 day* for orders to b« fulfilled upon receipt of request. All orders are subject to avail- 
ability . all titles shown are available at the timet of the Issue going to press (eacept those marked 

'Sold Out!', obviously) 
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Fed up? Bored? No social life? Then fear not. dear reader, for we have the answer to all your 
problems. It's called The One and it's available without a prescription from most good 
newsagents. As every discerning Amiga owner knows, The One is Britain's biggest and best 
Amiga games magazine. Every month The One gives you: 

• The hottest news and the best exclusives - you'll know 
about it first because we know about it first! 

0 In-depth and unbiased reviews of all the latest releases! 

0 Regular hints, tips and cheats to help you get the most out 
of your games! 

0 Comprehensive coverage of the PD and budget 
games scene! 

0 The best and most exclusive demos in the business! 
0 The odd crap joke and a spelling mistake or two! 

Brilliant eh? But because every issue is always jam-packed full of meaty goodness we tend 
to sell out pretty quickly, so crumbly old slow-coaches may well miss out. We don't want 
that - and we're sure you don't either - which is why we've come up with a brilliant new 
subscription offer. 

Not convinced? Then here are just a few reasons why subscribing to The One is becom- 
ing the biggest craze to sweep the nation since chasing a massive wooden hoop down the 
road with a stick. 

0 You get one of these fantastic Team 17 games for the 
grand sum of no pence sterling! 

0 You guarantee your copy of The One every month! 

0 Your copy delivered to your doorstep free of 
charge - before it's available in the shops! 

There really is only One magazine you need. Subscribe now and claim your Team 1 7 game. 



• Overdrive 

Take the driver's seat in 4x4's, Buggies, Supersports 
and G.P, Cars and race aroung twenty gruelling 
courses across five different terrains. 
Overall Score 83%. Worth £25.99. 

• SPECIAL EDITION DOUBLE PACK 
Alien Breed Special Edition 

"If you didn't pick up Alien Breed the first time 
around then buy this Special Edition now." 
David Upchurch. The One January 1993. 
Overall Score 88% 
Project X Special Edition 

"If you don't already own the full-pricer then don't 
buy another game until you've snapped up this." 
Simon Byron. The One August 1993. 
Overall Score 92% 
Worth £21.98. 




• Body Blows Galactic 

"Just about the best beat-'em up available." 
Simon Byron, The One January 1994. 
Overall Score 87%. 

Worth f 29.99 A1200, £26.99 A500/600. 



• Alien Breed 2 

"Alien Breed 2 truly is one of the best arcade 
blasters available... terrific fun to play." 
Simon Byron, The One December 1993. 
Overall Score 91%. 

Worth £29.99 A1200, £26.99 A500/600. 

# Superfrog 

"Glumphl" 

David Upchurch, The One April 1993. 
Overall Score 93%. 
Worth £26.99. 




YOU'VE NEVER HAD IT SO GOOD! 



A Subscription to The One 
(12 issues including postage) 
costs only: 

U.K, BFPO £47.40 
Overseas - Surface mail £49.00 
Europe, Eire - Airmail £50.00 
Overseas - Airmail Zone 1 £75.00 
Overseas - Airmail Zone 2 £83.00 

Your software choice is mailed separately 
to your first issue. Please allow 28 days for 
fulfilment. 

FREE SOFTWARE IS ONLY AVAILABLE TO U.K RESIDENTS. 
OFFER CLOSING DATE 27TH APRIL 1994. 



To place your order simply complete the coupon below and send to: Tower Publishing, Tower House, Sovereign Park, Lathkill St, Market 
Harborough, Leicester LE16 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code. 

[the" 6ne~a/uiTga "su'bsc im pti on" 6 r de r~f o r AT 

SUBSCRIPTION RATES (12 issues including postage) 
(Please tick) 

J £50 AIRMAIL EUROPE/EIRE -J £49.00 OVERSEAS SURFACE MAIL 



!□ 

| METHOD OF PAYMENT 
(Please tick) 



£47.40 UK.BFP0 



£75.00 OVERSEAS ZONE 1 AIRMAIL 



£50 AIRMAIL EUROPE/EIRE 
—I £83.00 OVERSEAS ZONE 2 AIRMAIL 



CREDIT CARD 



J 



CHEQUE 



Make cheques payable to: EMAP IMAGES LTD. (Access. Visa, Amex, Diners Card, and American Express accepted.) 



Card no: 



Signature: 



































Expiry Date : 
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I —I BODY BLOWS GALACTIC (A500/A600) Source Code E1 1 

!□ 
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P/0 / INTERNATIONAL MONEY ORDER 



PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE (please tick one box) (Offer available to UK residents only): 



I 



OVERDRIVE (ALL AMIGAS) Source Code E13 



□ 



| "wmM ALIEN BREED 2 (A1200) Source Code E17 
| Q ALIEN BREED 2 (A500/600) Source Code E1 2 
I NAME: 

I 
I 



BODY BLOWS GALACTIC (A1200) Source Code E16 
-J SUPERFROG (ALL AMIGAS) Source Code E14 

[_J PROJECT X SPECIAL EDITION & ALIEN BREED SPECIAL EDITION. E1 5 



t 



ADDRESS: 



l r~ - «*» 

| POSTCODE: TELEPHONE „ 

' PLEASE SEND THIS COUPON TO: 

| TOWER PUBLISHING, TOWER HOUSE, SOVEREIGN PARK, LATHKILL ST, MARKET HARBOROUGH. LEICESTERSHIRE, LEI6 9EF. Tel. : (0858) 468888. 

I Please allow 28 days from receipt of order for fulfilment. Your subscription will start Irom the next available issue unless otherwise specified. 

| Free software subject to availability. In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative game 

| Tick here rf you do not wish to receive any direct mail that EMAP Images Ltd feels may be of interest to you. OFFER ENDS 27TH APRIL 1994. 
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RECOMMENDED 

This issue p Inspired by John Major, we decided that we'd get Recommended 
'Back To Basics 1 . Out would go games that featured excessive violence, per- 
verse sexual acts or single parents, and in would come nice, middle-class 
games that would offend nobody, had a good job and voted Tory. Trouble 
was, after we'd purged the filth from these pages we only had one game 
left - Alfred Chicken, and even that was on shaky ground 'cos you know 
what they say about chickens. So, since we couldn't think of any way to fill 
the resulting space, we decided to print the usual rubbish. Read on, sinner. 



Alfred Chicken 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mindscape 
October 1993 
1Mb 
£26.99 



86% 



Although not as good-looking as some of the recent 
flock of platform games, Alfred scores over many of Its 
rivals by simply being Incredibly playable. There are 
tons of secret rooms and bonuses to find and, 
generally speaking, you'd be hard pushed to find a 
better no-nonsense platform romp. 



Alien Breed 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
December 1993 
1Mb 
E26.99 



tin* 



91% 



Team 1 7 return to familiar territory with this, the sequel 
to the game that first established the company as one 
cf Britain's leading Amiga developers. It's more of the 
same Gauntlet-esquc bug-hunting action basically, but 
bigger, busier and blastler. Some have complained it's 
loo easy though... 




Arabian Nights 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Krisalis 
April 1993 
1Mb 
£25.99 



90% 



Yes. Arabian Nights is yet another platform game, but 
don't yawn and turn over the page because this one Is 
really something rather special. It's fast, looks good, 
sounds terrific and plays superbly, but on top of that 
It's got some excellent 'arcade adventure' aspects to 
add a touch of depth. Smart stuff all round. 




Battle Isle '93 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Blue Byte 
August 1993 
1Mb 
£29.99 



89% 



If you liked Battle Isle then you'll love this. It's 
basically more of the same but with an enhanced 
control interface ripped from Hlstoryllne. Once 
again you have to pit your armies of tanks, troops 
and spacefighters against the enemy hordes. 
| Guaranteed fun for all. 





Beneath a Steel Sky 



Publisher: 



Virgin Interactive 



87% 



Issue Reviewed: November 1993 
Memory: 1 Mb 

Price: £29.99 

Revolution's latest has been produced in collaboration 
with top comic artist Dave Gibbons, and If ever there 
was a match made in heaven then this Is It. The result 
Is a stunning graphic adventure which, while lacking in 
humour compared to, say. Monkey Island, more than 
compensates In every other department. 

Body Blows Galactic 



Publisher: 



Team 17 



Issue Reviewed: December 1993 
Memory: 1 Mb 

Price: £26.99 

Yet another sequel from Team 17 which does for street 
fightin' what Alien Breed 2 does for bug huntln'. Body 
Blows Galactic Is the business, boasting much 
smoothoi animation - tho characters no longer move 
like the puppets from Thunderbirds - faster action, 
animated backgrounds and enhanced sound effects. 



QOOV Brutal Sports Football 

#0 publisher: Millennium 




Issue Reviewed: 

Memory: 

Price: 



November 1993 

1Mb 

£25.99 



It's been a long time since Speedball 2 set the pace in 
fantasy sports games, and while Brutal Sports Footba" 
doesn't quite make the Bitmap game obsolete it's a 
worthy companion piece. It's extremely violent, wtth 
spurts of blood flying everywhere and even the 
occasional decapitation! You have been warned... 



Bubba 'n' Stix 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Core Design 
January 1994 
1Mb 
£25.99 



Another platform game from Coro Design? Surely not 
We shouldn't moan though, especially If there as we4 
done as Bubba 'n' Stix. Yes, It's a bit short, but It's 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there's a bniiiant - 
of humour running through it all. 



RECO 



M M E N D E D 



Cannon 

Publisher: 

Issue 

Memory: 

Price: 

War, say the 
tun, and we I 
the most 
yonks. It may 
blast affair, 
needed If r 



Desert Strike 



93% 



88% 




Publisher 
Issue R 

Memory: 
Price: 

Definitely EA I 
yet, OS has »o 
around hostae 
man's shoot- 
sound as we* 
actually better 



Dune 2 

Publisher: 
Issue Review*? 
Memory: 
Price: 

From Westwooc 
highly-regarded 
and beginner 
mould. H 
of ArraMs 
buff and nov.ce 



Bkmbc Arts 



93% 



91% 




chopper 
is a thinking 



90% 



90% 
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F1 



Publisher: 
Issue Reviewed 
Memory: 
Price: 

From the French 
come this, theoeUMFi tea 
basically Vroom at ow agei 
it needed to be!) and a 
Although not stm eeoaajfc to 
offers incredible 



90% 



91% 
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Frontier: Elite 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Ga-**e- 

■Hajanoer i 99a 
■ v: 
£3* 99 



96% 



86% 



We've waited a long, long oaae tor this, but it's been 
worth every minute of it. FrontM* tt, quite simply, the 
game you bought your Amiga tor. Admitted It's not the 
most 'beginner friendly* game ever, and it takes a 
while to get its hooks into you but when it does It 
won't let go tor years. A must buy. 



H ■ 




Genesia 




Publisher: Mindscape 
Issue Reviewed: January 1994 
Memory: 1Mb 
Price: £29.99 

This is a huge 'society building' game very similar to 
the equally recommended The Settlers. Starting off 
with a tiny tribe of people, you must use their various 
skills to build a thriving and expanding civilisation. 
It's not as easy to get into as The Settlers, but offers 
greater rewards for those who perservere. 



Goal! 
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Publisher: Virgin Interactive 

Issue Reviewed: June 1993 
Memory: 1 Mb 

Price: £25.99 

The game that would be Kick Off 3 is finally here and 
it's a scorcher! While not as instantly accessible as 
some of its rivals there's a wealth of options you can 
toggle one and oft to make life easier. In our book 
it's not quite the Sens! beater that some would have 
you believe It Is but it's gieat none-the-less. 

Gunship 2000 

Publisher: MicroProse 
Issue Reviewed: July 1993 
Memory: 1 Mb 

Price: £34.99 

Have we had to wait lor this! Don't worry, though, it's 
been worth it. Once again the 'Prose people have 
come up trumps with what is undoubtedly THE 
helicopter slm on the Amiga. Super-fast contoured 
landscapes, wingmen, oodles of firepower and long- 
term challenge make this any flyboy's 'must buy'. 

Hired Guns 

Publisher: Psygnosis 
Issue Reviewed: September 1993 
Memory: 1 Mb 

Price: £29.99 

You may not think you like RPGs but if so you haven't 
played this - it truly is an RPG for everyone. Using a 
Dungeon Master-style control system you must guide 
four futuristic mercenaries around complexes 
blasting all and sundry and solving puzzles. It's 
violent in the extreme - but great fun! 



Ishar 2 



Publisher: Sllmartls 
Issue Reviewed: July 1993 
Memory: 1Mb 
Price: £29.99 

Yet more adventures in Arboreal The game engine 
has been tweaked and cleaned up here and there, 
but technically It's not that much of a leap over what 
the first Ishar offered. All the same It's good, long- 
lasting entertainment, even if It Is too easy to waste 
a lot Of time wandering around lost! 



Fury of the Furries 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mindscape 
January 1 994 

1Mb 

£29.99 



90% 



O Q 0/ Jurassic Park 

* 0 Publisher: Ocean 



A puzzle/platform game very similar to The Lost 
Vikings, Fury of the Furries offers 1 00 levels of mind- 
bending, reflex-testing action as you use your three 
cutesy Tlnies in various permutations In an attempt to 
reach each stage's exit. It may not look like much but, 
believe us, It's as addictive as hell. 




a**nA at ^Jt 



Issue Reviewed: October 1993 
Memory: 1Mb 
Price: £20.99 

An Ocean film conversion with not a platform in 
sight? Shurely shome mlshtake? Nope - taking 
pinch of The Chaos Engine and mixing It with a 
couple of spoonfuls of Legends Of Valour, JP turns 
out to be a game worthy of the licence, with 
arcade action a-plenty. Deserves to be a smash. 
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Liberation: Captive 2 



Publisher: 



Mindscape 



94% 



90% 



December 1993 
2Mb (CD32 only) 
£34.99 



Issue Reviewed: 
Memory: 
Price: 

Yes! Mere II is the first CD32 game to enter the select 
Recommended Hall Of Fame. And deservedly so • 
Liberation is a brilliant, atmospheric RPG with one ol 
the sealest intros you're ever likely to see thai really 
shows oft Commodore's baby's capabilities lo the full. 
Will probably help CD32 sales no end. 

The Lost Vikings 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Interplay 
June 1993 
1Mb 
£25.99 



The Losl Vikings is an arcade adventure with a 
premise very similar to Goblllins', I.e. you have three 
characters under your control, each of whom have 
different abilities, and you have to use them In the 
nghl order lo solve puzzles. Fortunately it's far better 
lhan that game. Indeed, it's one of the best this year! 



Psygnosls 
January 1994 
2Mb (CD32 only) 
£TBA 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Codemasters 
October 1993 
1Mb 
£25.99 



No-one guessed that the Codies would beat Team 1 7 
in the top-down racer Grand PrU bul by golly they 
have! Although Micro Machines isn't quite as groovy 
in one-player mode as Overdrive, it compensates for 
this by having the besl two-player action you're every 
likely to see. It's got to be played to be believed. 

Mortal Kombat 

Virgin Interactive 



Publisher: 
Issue Reviewed 
Memory: 
Price: 



January 1994 

1Mb 

£34.99 



Overkill 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mind scape 
October 1993 
2Mb (A1200 only) 
£25.99 
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90% 



88% 



Top marks to Probe Software for coming up with 
arguably Ihe most accurate coin-op conversion ever. 
Everything from ihe arcade original is here - the 
graphics, ihe sound and, most importantly, the 
gameplay ('the gore' surely? - Ed). Could well rank as 
the besl beat-'em-up on tho Amiga... 




Microcosm 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 

Okay, so basically it's little more lhan a basic 3D 
shoot-'em-up in ihe Space Harrier mould, but as far as 
3D shoot- 'em-ups go it's |ust about Ihe best-looking 
one you could possibly imagine. And It plays pretty 
well loo, although the (oypad don 'I half make your 
thumb sore. All it really lacks is variety. Ah well. 

Micro Machines 



86% 



87% 





89% 



90% 





89% 



88% 
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An A1 200-only game which actually makes use of all 
those 32 bils, Overkill is the most intense blaster 
you're likely to come across. It's basically Defender 
with a few gameplay tweaks, so for shoot-'em-up 
purists It's the equivalent of heaven. May be a bit 
short for some, though. 




89% 



Premier Manager 2 

Publisher: Gremlin 
Issue Reviewed: September 1993 
Memory: 1Mb 
Price: £25.99 

ll's not very day you find us raving about a footy 
management sim, so when we do you can bel It musl 
be pretty special - as Premier Manager 2 Is! It's full of 
features and options, yet still marvetously easy lo get 
into and play. If you fancy taking your team lo Ihe lop 
of the league, here's where to come. 

Qwak 

Publisher: Team 17 

Issue Reviewed: November 1993 
Memory: 1Mb 
Price: £12.99 

Qwak may be just' a budget title but it's completely 
brilliant which is why it's found a home here amongst 
the Recommendeds. It's a one- or two-player Bubble 
Bobble-style game, with tho aim being simply to 
amass points on your platform-filled odyssey through 
the kingdom of cuteness. Simply marvellous. 

Second Samurai 

Publisher: Psygnosis 
Issue Reviewed: December 1993 
Memory: 1Mb 
Price: £29.99 

Although perhaps looking a little loo similar to the 
original First Samurai, this sequel is a tar better game. 
Although the hero doesn't move quite a fluidly as he 
used to he's still pretty nifty with his sword, and the 
tighter level design and less oblique puzzles make for 
a much more entertaining experience all round. 



The Settlers 



Publisher: Blue Byte 

Issue Reviewed: December 1993 
Memory: 1Mb 
Price: £34.99 

Imagine Utile Computer People cross-bred with 
Populous and you'll have a good idea whal Settlers 
looks and plays like. It's your typical God game (build 
an empire, keep your folks happy and quash any 
rivals) spruced up with some super-cute animations on 
your subjects. Great stuff and very user-friendly 



Skidmarks 



Publisher: Acid Software 

Issue Reviewed: January 1994 
Memory: 51 2K 

Price: £25.99 

If you have fond memories ol Super Off-Road then 
prepare to have them rekindled with this, a superb 
racer viewed Irom a similar perspective. Although a bit 
of a duffer when played alone • the computer cars are 
crap to say the least - It's brilliant in two-player mode 
(as per usual with these kinds of games). 

Simon the Sorcerer 

Publisher: AdventureSoft 
Issue Reviewed: February 1994 
Memory: 1 Mb 

Price: £34.99 

Britishers AdventureSoft take on the American might 
of LucasArts and Sierra with this humourous graphic 
adventure. Obviously intended to be a Monkey Island 
2 beater, it comes very close to succeeding. However, 
tho interface doesn't quile surpass LueatArts' and the 
puzzles are lough - bul don't let that put you off. 



RECOMMENDED 



Krisalis 



Soccer Kid 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Well, well, well. Just tour month* arte. *e screamed 
that Superfrog was the best Amiga platform game 
ever, along comes Soccer Kid and we nave to change 
our tune. M'« nothing short ol bnthant gorgeous to 
look at, sweet on me ears, and ooast.ng some ol the 
slickest gameolay we've seen m a tang time. Buy II! 



Space Hulk 

Publisher: 

Issue Reviewed 

Memory: 

Price: 

At last - a 
simply 
Hulk takes 
bungs In a 
create one of M 
we've 



93% 



September 1993 






1Mb 
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£26 99 
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Uridium 2 



Electron* Arts 
October 1 993 
1Mb 
£31 99 



91% 



86% 



Publisher: Renegade 
Issue Reviewed: November 1993 
Memory: 1Mb 
Price: £26.99 

The C64 classic comes to the Amiga In style, souped- 
up beyond belief with 32-colour graphics, 50-frames- 
per-second action, multi-way scrolling, power-ups and 
all the other good things you've come to expect Irom a 
90's shoot- 'em-up. It's very tough, but tor die-hard 
blasting tans it's a dream come true. 



Wiz 'n' Liz 




mat doesn't 
instead. Space 
the original game and 
effects to 
strategic-blasters 




Stardust 

Publisher: 
Issue Reviewed 
Memory: 
Price: 



An unbelievatu* 
ultimate 
seen to be b 
better than 
game breaking uc 
this Is a feast r»_ 



Syndicate 

Publisher: 
Issue Reviewed 
Memory: 
Price: 



Btoodhouse 
December 1993 

£16 99 

at sm price Stardust is the 
Tfe* graphics have to be 
C plays as well ■ maybe even 
■g aato the stunning 3D sub- 
' between levels, 
yourself to. 



E*ctronlc Arts 
tmtf 1993 
1Mb 



91% 



92% 
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Publisher: Psygnosis 
Issue Reviewed: November 1993 
Memory: 1Mb 
Price: £26 99 

Originally a Mega Drive game, this cutesy race-'n'- 
colloct-'em-up is perhaps a little too simplistic to be 
worth buying It you're going to be playing it alone 
you're likely to get bored of it long before the end ever 
comes into sight - but it's gieat value it you've got a 
friend who can join in the fun. 

Worlds of Legend 

Publisher: Mlndscape 
Issue Reviewed: June 1993 
Memory: 1Mb 
Price: £25.99 

If you missed last year's Legond then you should make 
up lor it right now and get this. It's a superb RPG 
which uses a near-identical control system. It's got 
plenty of action and tons of atmosphere, II you're the 
sort of person who cringes In horror at the thought of 
RPGs then this will convert you. See also Hired Guns. 



88% 



90% 



Zool 2 



Publisher: 



Gremlin 



CIc 39 



Cross BU 
what do you oajf? 
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Issue Reviewed: January 1994 

Memory: 1Mb 

Price: £26.99 

Yet another sequel wangles Its way into these 
Recommended pages. Despite being more of the 
same, this is far superior to the original - Zool now has 
much more character, is much better animated and is 
a lot more en|oyable and less frustrating to control. If 
you want you can even play as Zoo?, Zool's girlfriend! 



COMPETITION 

There's free software up for grabs! And all you have to do to get it is answer the following 
questions, which we've made so easy even Simon can answer them... 



(1) What is your name? 

(2) What is your address? 

(3) What is the meaning of life? (Answers should weigh in at 12 words or less.) 



Answers on a postcard or back of an envelope by April 28th to the following address: The 
All-New Recommended Compo 1, THE ONE, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3AU. The first ten entries drawn from the hat after the closing date win! 




With Living Soap currently pulling in over two-million viewers each week, we decid- 
ed to do our own version. Now, you probably don't know this, but we all live in the 
same house in Islington, London. It's a simple four-bedroom terraced building over- 
looking a rusty moped and falling-down wall, but it's warm and suits us perfectly. 
The following conversation was recorded on 25th February 1994. 



(Door slams off-screen.) 

David: Hey-ho. home at last! I can't wait to get my feet in the 
old Clarol Foot Spa. my bunions are killing me. Simon, hang up 
my coat, would you? 

Simon: Certainly, my good man. Jenny, what's for tea? 
Jenny: Baby food and seaweed, topped off with some Twiglets. 
Okay? 

Simon: Mm-mm. Sounds scrummy-Hcious. Matt, what time are 
your friends coming round for the open-air gig in the conser- 
vatory? 

Matt: 'Bout seven-ish. 

David: Great, that just gives me time for a few games of Super 
Mario Kart on my brilliant SNES. I love Nintendo, me. 

Simon: Yes, me too. I'm hoping to finish off Zelda on my Game- 
boy. 

Matt: And I think that the inventor of Mario and Zelda, Shigeru 
Miyamoto, is the best person ever and I wish he was my dad. 
Really I do. 

Jenny: Er, colleagues. Don't forget we're doing that Living Soap 
rip-off tonight to fill up the back page because we can't think 
of any good ideas. 

David, Simon and Matt: Glumph! Etc. 
(Canned laughter ensues.) 

Simon: Oh yes, ha, ha, ha. You guys are always being sarcastic, 
aren't you? 

Matt: Er, yes. We're crazy. 

David: Zing! See, I just said that for no reason whatsoever. Zing! 
There I go again. Zi... 

Simon: Is this recording now? 

Jenny: Yes. 

Simon: Right. Ahem. Cor blimey, I've had a really, really hard 
day at the office. The April issue certainly is going to be one of 
the best we've ever done. Ever. 



David: Zing! 

Matt: Er, yes. I've just been playing Rise of the Robots and blow 
me if it isn't the best thing ever. The exclusive review 111 be writ- 
ing next week will be my most enjoyable yet. 
Simon: I haven't done much work today because I've been play- 
ing our fab Heimdall 2 demo. It really is the best demo ever. 
And that's no word of a lie. 

David: Zing! 

Jenny: Look you guys, this is meant to be a true reflection of 
our domestic life, giving the readers an insight into what we're 
really like. I can't be a part of this... (Storms out) 
David: Zin... Good, I'm glad that stupid moo has gone. I really 
hate her, you know. 

Simon and Matt: Day-vid! You do realise that you're being set 
up for another of those 'Are we recording?' gags, don't you? 

David: Why, are we recording? 

Simon and Matt: Yes! 

David: Glumph again! 

(Canned laughter ensues.) 

David: In that case, why aren't we making up stuff about the 
April issue? We could use this airtime as free advertising. 

Matt: We have been. 

David: Well, just for those who missed it the first time, what's 
going to be in the April issue, then? 

Simon: Er. there'll definitely be reviews of Darkmere and Manch- 
ester United: Premier League Champions. Cyberspace, Battle- 
toads and Apocalypse are all distinct possibilities. We may have 
some other exclusives but, hey, who knows? 

Matt: Coverdisk demo-wise, Heimdall 2 is confirmed. And that's 
about it. I would tell you more, but it's all super top secret, I'm 
afraid. 

David: Well, it all sounds like it will be the best issue ever. 
Everyone: Yes! 



0D3B 

April issue out 




28th March. 




It'll be the best 




ever. We think. 







AT R A I N 




THE (RAIL) ROAD TO RICHES ! Cities all over the world are masses of 
idling, polluting, honking can. 

We need mass transit • bul local, state and national governments 
haven't been able lo make il work. 
If you can create and operate a successful privately held mass 
transit operation, you'll do the world a service and reap huge 
financial rewards - but that's only Ihe beginning.... 
' Exciting graphics & tons of 
gameplay." AMIGA ACTION 
"One off the best strategy 
antes available." AMIGA POWER 
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